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AlHNIt tlw Cwer: 

Matt Wilson, our own Art 
Director, brings us “Fox 
Hunt,” a fitting opening to 
our special horror issue. If 
these guys are the 
hounds, we'd hate to see 
what the huntsmen look 
like... 
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This month: a bonus /xirwi of KoDT (see below). 
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COOL TO Pit' 
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PACKING POWN WITH 
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Mailing Address: 

4045 Guasti Road Suite 212 
Ontario, CA 91761 
(909) 390-5444 Fax (909) 390-5446 
Internet Address: Shadis2daol.com 

Yearly subscription rates in U.S. funds 
are as follows: $24.00 - U.S,, 
$35,00 - CAN, $50.00 - Overseas 

Make checks payable to SHADIS. 
Advertising rates can be obtained by writ- 
ing to the above address. Send SASE for 
WritersV Artists* Guidelines. All material 
published in SMADIS MAGAZINE, unless 
stated otherwise, is copyrighted d 1995, all 
rights reserved by the Alderac Entertain* 
ment Group. Use of any trademark is not a 
challenge to the trademark or copyright 
concerned. The appearance of articles on 
various game systems should not be con¬ 
strued as authorized material for those 
games. The mascots Gameweaver™ and 
Shad™ are copyrights of Infinite Images 
under special license to SHADIS Maga- 


■oclwiiioi of MaptflifBiwg 

The staff of SHADIS is determmed to 
keep this publication independent and 
bringing our readers the best coverage of 
the gaming industiy available. 

Although the Alderac Entertainment 
Group, publishers of SHADIS, publishes 
game sterns and supplements, SHADIS 
will not become a house organ. 

Our policy (written in stone) is that 
SHADIS will rx>t review products produced 
by AEG and that AEG is limited to one full 
page ad per issue. In addition, articles 
relating to AEG games will be limited to 
two issues per year ~ not to exceed a 
combined total of fifteen pages for both 
issues. (That works out to 15 pages per 
672 published pages of SHADIS.) 

This policy adually penalizes AEG for 
being associated with SHADIS rather than 
having an unfair advantage over other 
companies. We hope this policy demon¬ 
strates our determination to keep SHAOtS 
truly independent. 

Amendment: The above declaration 
applies only to regular issues of SHADIS 
Magazine. AEG reserves die right to pub¬ 
lish special issues of SHADIS PRESENTS 
which focus on in-house products.U 


























Ho Tima Uk8 Raid TUne” 

L as[ Friday was prerry much like m<>st over 
the past five years. [ watched with 
faced hope as my co-workers filed out into 
the nipht. With hands pressed apainst my office 
window 1 watched wjth envy as they piled into 
their cars and went their separate ways. I can 
only assume they were off to various wild and 
wonderful weekend adventures. 

“1 wonder what they do out therer D.j. com¬ 
mented woefully as he peered out the window 
beside me. 

DJ. is my trusty side-kick. 1 call him Idiot 
Boy because he was fooUsh enough to join me in 
my misery'. Poor guyj he thought the title Assis¬ 
tant Editor was just the ticket to salvage his 
pathetic dating life. 

Now he spends his day's chained to the com¬ 
puter he once knew only as a fricnd> his only com¬ 
fort the brief and infrequent respites in layout dur¬ 
ing which he tries to Tnaximi;c his *mc-rime\ 

This usually consists of punching the repeat 
button on his CD and playing track seven of his 
Sensorionoi Set'enries Rewvaf compaci disk. *Time 
in a Bottler he once told me, (during the layout 
of issue 17 1 believe) was a tragic tale of man*s 
struggle with the cruel changes imposed by time. 

1 began sleeping cm top of the file cabinet after 
that and keeping the scissors close at hand. 

D.J. is different from me. He still holds out 
hope that the nightmare will end and we wilt 
find a way out of the Block (also known as the 
editorial offices of SHADIS), 

He doesn’t realiie the true horrors of his fate - a 
perpetual sentence of solitude. While others tt'atch 

4 - 



reruns of Friends at^l sip tankards of Snapple on 
ice, we are usually found pulling jammed fragtnents 
of paper from the maul of our printer or wrestling 
over the last paper cup at the water cooler. 

Mostly we pass the time by working or writ¬ 
ing letters to imaginary friends who we hope will 
send us care packages and refill packs for our 
PE2 dispervsers. Mondays arc pretty exciting. 
That's the day the interns form a Roman Square 
and arm themselves with cattle prods as they 
attempt to retrieve the contents of the Final 
Proof bin. This is usually our best chance for 
escape. Interru tend to forget to lock doon and 
can be easily distracted by imitating the sound of 
rattling polyhedron dice. (This isn't easy but can 
be simulated by place several small shiny pebbles 
in your mouth and shaking your head furiously.) 

I'm known as the old-timer on the block. 
I've been here since the beginning and have 
seen them come and go. I'm careful not to 
divulge the fact that 1 was rcsposnsible for build¬ 
ing this prison. One guy who caught on to me 
repeatedly pressed my face into an oscillating fan 
and played me like Uncle Festoon's hand-me- 
down bagpipes. I'm told the vibrato of my 
screams held perfect pitch as a rendition of 
"Smoke on the Water" echoed down the corri¬ 
dors. [ hated chat guy -1 think he took my good 
Sharpie. 


'Disk eaten - Ha hal' message when retrieving a 
file. 1 despise the grey box chat leers out at me 
between the forest of articles and Post-it notes 
Pvc erected atound it. 1 constantly pull at the 
chains chat bind me to it. Alway alert for an 
opportunity, I watch for the occasional dropped 
paperclip or misplaced nail file. In the right 
hands and with the intensicy of effort that cmly a 
zine-slave can muster, such items can become 
keys to freedom. 

It's a false hope I suppose, Once [ actually 
managed to escape the editorial offices. I found 
myself hopelessly lost in the warehouses. For 
days t wandered among the shadowy pallets and 
box piles. There were many strange sights and 
things in that warehouse. I met an old game 
designer (whose name I forget) who claimed to 
have been lost since the Reagan years in the 
warehouse. He had apparently been working on 
a new concept called Non-interactive gaming. 
When 1 asked him to show me how to play he 
became very offended and screamed **I WAS 
playing you idiot! Now you've broken my sus¬ 
pension of bcliefir 

I w'as caught shortly thereafter and returned 
to my desk. 1 didn't think I could feel any worse 
for myself until 1 noticed D.J.'s pet mouse, 
Snakebait, peering at me through the glass of 
the mayonnaise jar he lived in. 


Yes, for five years, I've bern pitifully chained 
to this computer. It used to prompt me with user 
messages and play a few bars of Cheers when 1 
powered it up. Now it's more prone to belch a 


Ooopsn Ws Boofodll 

In SHADIS PRESENTS 18.5 we 
inadvertently dropped the names of 
Christopher Cornell and Brian Henry 
from the credit listing at the end of 
the MST5K FAQ anicle. Christopher 
and Brian maintain the FAQ file on 
the Internet and were responsible for 
pulling the material together. 

We apologize for the error and 
have ordered our staff to flog them¬ 
selves to unconsciousness. 


D.J. had been raising the mouse in the jar for 
months. During the day as he labored at his 
typesetting he would frequently pick up the jar 
and shake it violently while yelling, "Forward 
shields are down, sir!" 

Snakebait had become traumatized by the 
experience and rarely showed any interest in the 
world outside his jar. But now, he w-as looking 
directly at me with the most peculiar look on hU 
face. F'uziled, I drew closer and strained my eyes 
to see. My heart sank. 


I saw something in the expression Snakebait 
threw my way - he was pitying me. I returned to 
my work and tried to ignore him. As I returned 
to my hard labor 1 silently prayed no one would 
shake my mayonnaise ^ 

BlacEhum 
June 1,1995 


VokmiolV- NraMrU 




















































Due ta spOLV cctisu^anom. somt' tf- 
fm ^law iwim edited. Ei^n if yowr le^cr 
isn't pnti[i.'if, >our comTnfnis are tw."icomt' 
anti your smjccsficmj oiui constmrtiw cnt- 
icisrns aro considered So iuep 

the ietttTs ciimm/j. J?tin«inbej‘ SHADES is 
an rnwroffii'C ma^ajme - uv twant ]fou. 
the TCiidcr, to he invdwd. 

This mont^i we hatxr (wo ietters uihiL'/i 
arrived sirruaJJy- Wiihouf further ado, the 
'"Befrer Pu6iisiim|j Throu^ Technofo^" 
iVTsion of (/if Moi/ Baff: 

Hi there. 

I recently (-2 months ago) hmghi a 
ci^pY of y<H»r inaga:ine SHADISh I was 
so impressed with it, I then bought a 
years subscription tn itS The issue I 
bought was issue ^17. I quite enj<jyed 
It, yet it did give me a few questions to 
ask you. Here they arej 

1) What type of creature (ic: 
species) is shown in the illustration on 
page 24? It may he a Vi'ell known crea- 
turc» bur J don't iwn many gaming 
siairce hiv>ks, so J didn't recognise it. 

2) I firsr heard abimt SHADIS when 
It was review'ed in Dragon Magazine (1 
for the issue »). They mentioned that 
there was an article on tatiKi-based 
magic in the issue rcvicwied, ku failed 
to mention which issue that was. Since 
I would very much like to read that 
article myself, 1 w^as wondering if you 
could tell me the issue nimiher they 
were refering to so ihar 1 may then 
order it from you as a kick'issue. 

}) I also w^iiild like io submit an 
article in the future^ is it possible for 
me to get the writers guidelines via 
Email? 

Adam Bragg 
via the Internet 

Glad to haue you on board, /n order, 
rbe respon.vs to your questions would be: 

IJ We asked LiTrede, but sbe only 
Rave us an enigmanV smile. We suspect 


die mfrcfHd ufarrioT ts mkmg rbe fyf\t to a 
coupk of Lorelk-flavcrr ores. 

2} Dragon reviewed SHADIS num¬ 
ber 1 2 , wbicb bos an oriicle on tajaier 
('ll', vandal) mof^ic. Perhaps this is the 
artkle they menfidned.^ 

3) We have just pnIdWd revising the 
Writers' and Anisu' Guidelmes: and the 
updated version will now be available 
through email as well as on the World 
Wide Web. Watch this spiure far the URL 
- or if you can't wait, keep an eye on 
rec.games.fTflding'Cords.Trtisc. The Alder- 
ac Entertainment Group's itadinR card 
ffamc, Legend of the Five Rinjjs, will be 
posrinjj its URL there so that people may 
come and look ar the amajrng art which 
has been coming in, and there will no 
doubt be a path from that pajfe to the 
Guidelines. 

GW 

leaving been a reader on this ms. board 
for akmt a year now, j think 1 can safe¬ 
ly nominate "My SHADIS is late!" for 
the "Most Recurrent Theme" priie, 
Ycak It's a pain m the hurt, but if 1 
understand correctly^ subscriptions get 
mailed out first, and then bulk ship¬ 
ments get sent out to distributorsn It 
seems reasonable to assume that hulk 
shipments of a thousand mags for 
whatever) on a tmek to a single desti- 
nation pn^bahly make better time than 
an equal number working their way 
through the pt>sta! service ro a thou¬ 
sand different destinations. As for the 
mags making it from distributors to 
stores quickly, the same economies of 
scale probably apply 

I agree, it's annoying as helL hut I d<in*t 
think there^s much more that SHADIS 
can do about it - other than maybe 
FedEx-ing copies and sending the price 
through the nxif* 

Greg Stoire 
via America Online 


Spot on* Grejf* We ore m tke process 
of applying for a permit diot would allow 
us fo mail out tbe subscriber mogalines 
second class ratber rban bulk rare, but 
altbougk tbe mills of the Postal Service 
grind fine, they grind exceeding slow. 
Until tbe Post O^e cracks tbrougb ui'tb 
our second-class-mail permit, our sub¬ 


scribers Will continue to receive tberr mag- 
amines a week or so after gam stem do. 

To counterbalance ibis* of course, is 
tbe fact tboi subscribers pay half as much 
for tbeir SHADIS as do people wbo buy 
foeb copy in tbe store, Furtbermote, cbey 
also get a nifty gift - see tbe cord m tbe 
center of the nmjajme for more detoits. 

GW 
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RocklS 


The exciting new collectible trading 

CARD GAME WHERE MIGHTY TEMPLES CLASH 
AND AWESOME DEITIES WALK THE EARTH! BE 
THE FIRST TO SUMMON YOUR GOD TO THIS 
WORLD, BUT BEWARE YOU4« ENEMIES, FOR THEY 
WILL TRY TO STOP YOU AND MAKE THEIR GOD 

supreme! See these fine Wargames West- 

SPONSORED STORES TO EXPERIENCE THE 


Retailers: Wargames West should 
be your store's distributor! We 
offer America's fastest shipping, up 
to the minute computeriiced 
inventory, and free advertising In 
top magazines! Call us today! 





1 Cafrfiffgcopyrt^fKetylfttJrtBrAy tobeflonif Wiim Brwd ifiMrp, Wi(tf>ew >^ro, 










































Gthul-O-War; or The Strange, High 

Househoat in the Mists 

A Weird, Worrying Scenario to introdnco Great Cthuihu into 

GWs Man-O-War™ 

Article and artwork by John Kovaiic © 1995 • Photo by Randy Aitken © 1995 


T he Wizard Lord cackled as he 
scrolled through the cracked, yel' 
lowed pages of the dark, dusty 
come. The expeditionary fleet had found 
the recently-risen Island where the book 
had said it would be, and the cabal had fin¬ 
ished their preparations. The enemy’s 
cursed ships would soon suffer the wrath of 
the forces that this great, grim tome had 
spoken of, and soon, very soon, the war 
would finally be won. 

The sails of the Wolf Ships were on the 
horizon. Slowly, standing in the center of 
this unfamiliar stone circle (Circle? Its 
geometry was vague and disturbing) the 
Wizard Lord lifted the book over his head, 
and began chanting the dark, strange sum¬ 
moning spell: 

“la Cthuihu! Ea Cthuihu! Ph’ nglut 
mglw'nafh Cthuihu...” 

The Scenario 

The idea of mixing H.P. Lovccraft's 
shambling, mighty Great Old One - Crhul- 
hu - with Games Works^iop's Man-O-War 
may seem at first a singularly strange one. 
It came about after stumbling upon a 
25mm miniature figure called a “Hell 
Beast” (Grenadier Nightmares ^25) that 
was once obviously used as a Cthulhoid 
monstrosity. At a 25mm scale, it was far 
too small to be oP Red Eyes himself. But at 
Man-0-War*s epic scale, it seemed a natur-^ 
al fit. And anyway, why summon a com¬ 
mon-or-garden sea dragon, when you can 
go whole hog and hire a genuine Great Old 
One... ? 

CthuhO-War relies completely upon 
referee participation (i.e, you) and the cle¬ 
ment of surprise. An important point to 
remember is that neither admiral must 
know the true nature of the scenario until 


its awful horribleness (or something quite 
like it) is thrust upon them. 

Each fleet starts out with 1(XX) points, 
which may be spent as normal on ships, 
w'izards, flying creatures, etc. But neither 
must know that the opposing side will be of 
equal size (since the side that gets to sum¬ 
mon Cthuihu will probably assume the 
opposition will have more ships, to coun¬ 
terbalance the Great Old One). This can 
be accomplished by designating 250 points 
worth of ships or squadrons per side to 
come on as “reserves” on turn three. 


Fleet orders (see below) are distributed, 
and one side is told that it is to summon a 
great sea monster. Its admiral is informed 
that this will be a 3(XD'point creature. 

At least one island (the tip of R’lyeh) 
must be on the 4^x4^ playing surface, locat¬ 
ed within r of the summoning side’s edge 
of the board. Note that while the forces of 
Chaos, Ores, Dark Elves or Skaven may 
seem the most appropriate dupes to use the 
Necronomicon (the book) to summon 
Cthuihu, other forces - Elves, Dwarves, 
Empire or Bretonians - may be designated 
the summoners, their misguided leaders 
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The battle begins. 
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In the frozen wilderness of the Ice Age^ 

’-P • « . m m ^ -m. 


you will face powerful wizards, 

battle savage beasts, 

* ^ 

and encounter heroic warriors. 




Ice Age'" 1$ an all-new environment that can be play^ as a stand-alone 
trading card game or as an expansion for Mogic The Gathering*. . 
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~ 60'«ard starter 4edt $7.95 • IS-cord booster pock $2.45 
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Cthulhu Template 




I. .V 

*> . V ^' 








^ Right Wing, 

Save 2,3,4,5,6 

Double movement 
cost this turn 


Great Old 


Head, 

Save 2,3,4,5,6 

No attacks this 
turn 






Torso, 

Save 3,4,5)6 

No effect 



Tentacies, 

Save 3,4,5,6 

Nb effect 


Wound 


Wound 


Wound 


Wound 



Wound 


Wound 








Dis¬ 
persed vj 


WOUND TRACK - Every wound 
received reduces Mythos Points 
available by one* 




Cthulhu based on an original drawing by Earl Geier,©Chaosium, Inc* Tempiate and counters by John Kovalic 


Mythos Point Counters 




























































CttiH^War 


believing Cthulhu tan be harnessed to tip 
the balance of war in their favor* 

Right. 

Summoning Groat CUinlhn 

On the game’s first turn, the first suni' 
moning attempt may be made at the start 
of the summoner’s Battle Phase, A roll of 5 
or more means Cthulhu arriveSi attitude in 
cow, at any designated point within 9" of 
the island* Each proceeding cum, if Cthub 
hu has not been successfully summonedt 
add a cumulative +1 to the die roll, until 
only a roll of I results in summoning faib 
ure. 

Once on the board, Cthulhu is con¬ 
trolled by the summoning player, and 
attacks any enemy vessel its summoner des¬ 
ignates, But after that first attack - SUR¬ 
PRISE! - the referee takes control of the 
Great Old One on the subsequent turn and 
for the rest of the game. It next attacks any 
ship or creature controlled by the summon¬ 
er. After every attack on a ship throughout 
the rest of the game, Cthulhu turns its 
attention to a vessel owned by the player it 
last ignored, battling both fleets alterna¬ 
tively. 

The referee-controlled Cthulhu is con¬ 
sidered a side of its own, with its own 
Magic Phase, Battle Phase, etc. The referee 
may choose to move first, second or last, 
cast spells first, second or last, and so on. 
The other fleets roll for their own relative 
initiatives as normal. 

As soon as the players realize that a 
force of random destruction has been 
unleashed, theyTl have to figure out how 
much of their fleet strengths should be 
assigned to attacking the enemy, and how 
much must be used against Cthulhu. 

Mythos Points 

Once summoned, Cthulhu begins the 
game with nine points of dark Mythos 
magic, placed in the appropriate boxes on 
the Cthulhu template. Mythos Points can 
be used in various ways: 

Any combination of actions may be 
made over the course of the same cum, if 
their Mythos Magic Point cost can be met* 
For example, Cthulhu could cast one spell 
during the Magic phase, move make 

10 - 


four magic bolt attacks, and still attempt to 
heal one wound point in the same turn* At 
the end of every turn, Cthulhu’s Mythos 
Points (save for those boxes where wound 
markers have been placed - see below) and 
Magic Cards are replenished* 

Rofarao Initiative 

Cthulhu may cast its spells before either 
player during the Magic Phase, The referee 
may then move and attack with Cthulhu 
at any point throughout the Battle Phase, 
regardless of the players’ initiative rolls* 

Spoils 

Cthulhu begins the game with four 
Magic cards. It may try to cast one or more 
of these during the Magic Phase. The 
Great Old One must use them against the 
side he is due to arrack during this turn’s 
Battle Phase* All magic attacks get one 
point added on to their casting rolls. They 
may be countered by the opposing wizard 
according to casting color, but one point 
must be taken off any such countering roll. 
Magic spells cast on Cthulhu have no 
effect. Of course, players don’t know this to 
begin with. He he he he he. 

During the end phase, Cthulhu may dis¬ 
card and/or receive new Magic Cards in 
the usual manner. Aura of Growth, Repair, 



Heal and Torrent cards can automatically 
heal one wound each. No roll is required. 

Mowment 

On alt rums following its first attack, 
Cthulhu is moved by the referee* Cthulhu 
may move up to I" for every Mythos Point 
spent, unless one or both wings took a hit 
during the prior turn, in which case it costs 
one Mythos Point to move 1"* Cthulhu 
may move over land or water with equal 
case, and may move before and after a bolt 
attack is made. It may likewise move with¬ 
out effect over whirlpools, Seas of Change, 
Blood, etc. Similarly, torpedoes have no 
effect on Cthulhu* 

Psychic Bolts 

Cthulhu may make up to two bolt 
attacks per Mythos Point available, sum¬ 
moning the full forces of darkness at his 
power, during the Battle Phase. Bolts have 
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a range of 8'', and have no range modifiers. 
Hits on ships are decided as per rules for 
cannon fire. All attacks may be directed as 
the referee sees fit* Cthulhu may make no 
bolt attacks during his Battle Phase after 
failing his saving roll following a hit to his 
head* 

If Cthulhu touches his target with his 
claws or tentacles, roll 1 dice for each sub- 
sequent successful hit* On a of 5 or 6j it is 
considered critical* 

Wounds 

Every wound Cthulhu receives reduces 
hU Mythos Points potentially available by 
one. Every wound healed increases this 
total by one. Should the Great Old One 
reach nine wounds, he is dispersed^ and the 
figure is removed from the table. 

Healing Wounds 

Healing may occur during the End 
Phase, after other actions are decided. The 
referee may allocate as many Mythos 
Points as he or she wishes for this* Ever>' 
Magic Point allows for a healing attempt. 
For each attempt, roll one die* A roll of 5 
or 6 means the attempt was successful. 

Re-forming 

But the fun’s not done yet.** 

Ac the start of the next Magic Phase, 
the referee rolls to see if Cthulhu re-forms* 
On a roll of 5 or 6, he does, and is placed 
anywhere on the table end of the side chat 
originally summoned him, with full Mythos 
points. (As in the initial summoning, a 
cumulative +1 is added to the dice roll 
should reforming fail at first. ) 

Once Cthulhu re-forms, he attacks the 
side he w'ould have had he not been dis¬ 
persed* 

Cthulhu may only re-form twice follow¬ 
ing his initial summoning, after which 
reducing his Mythos points to zero removes 
him from the game permanently, to await 
more strange eons. 

Time Limits and ‘irictorv” 

A time limit of either three or four 
hours should be set beforehand, depending 


on how evil the referee feels. Players get 
one Victory Point for each wound they 
inflict on Cthulhu, three for dispersing him 
or six for dispersing him permanently. 
Other victory points are determined as 
usual. Should Cthulhu be the only remain¬ 
ing figure on the board, the last player who 
had a ship, creature or flier left, wins, 
although the world is in for a rude awaken- 
ing* 

Referee Notes 

Obviously, Cthulhu is a nasty character, 
and should be played intelligently and evil¬ 
ly by the referee* But should the referee 
wish, he or she can make it a fairer fight by 
doubling Cthulhu’s cost to make a bolt 
attack, or by making him susceptible to 
magic attack, or by decreasing his saving 
rolls by one point each. Still, the point is 
to have players fighting for their lives, and 
desperately trying to figure out how to 
divide their forces against the enemy, and 
against Great Cthulhu. If the referee is in a 
particularly malicious mood, Cthulhu can 
keep re-forming until both sides are wiped 
out. In this case, the “winner"’ is the last 
player with a unit on the board (although 
anybody reverting to the time-honored 



tactic of running away should be com¬ 
mended on their wisdom and foresight). 

la Cthulhu! la Cthulhul Ph'nglui 
mglw"nafh Cthulhu R'lyeh wgah’nagl 
fhtagn! Bwa-ha ha ha hal □ 
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Fleet Orders 

(To be copied and given to the appropriate sides) 


Fleet One 

The Stars Are Right 

t^Cghty Admirali 

- -Our wC^<xrdi'ha^/e'dii<x^ered' O' ity'ong^toine'thaX’ corxtuin^ iecretyfr(ytii/ o/lon^by^one' 
age', tslUng'of O'ie<>ret ityangc'earn'and/great powery They beU&i^C'they ha\'e'the' 

kn(>wledge'to-O'great creature'orv O'rece*\tly rCien'i 4 land/to-aid/our ongoing'itrug'- 
gle'ogatmtthe'enetny, arxd/ore'U^the'proceiyofbrirgCng'the'poweryofthCyiviyitCcaibeirg' 
to-bear. 

Sutthc'erieiny haygotter/wu^ofthtydticovery, and'the'foubfleet approachey Your fleet, 
mu^thold'Ofjf^the'fbe'Whtle'Otu' yyrcereryanlock'the'iecretyofthe'txnne', yA*runor\/forth'the' 
mighty entity ai'ui'VarguCih'the'eriC^fty once/and/for alU 

Yoama^t keep the'idand'y^fk'untib the'creature'iyiammoned/, at" which'point Ct wUijotn/it 
in'the/ftnat'battie'agalnit the'fbrcey that array thennebi/ey against youi □ 


Fleet Twe 

stop the BeastI 

Qloriouy Commander, 

Our ipiey hoA/e/ paid/ a dear price', but hole' returned/prieeleiy informaUor\/: the/ enemy'y 
wi^ard/yha^fe/dUccrvered/a recendy rLien inland/where/they might unioxdi/the/very fbrceyof 
¥\ature/ thennehey a.gainyt you. 

Youknowthey are/buiy trying'to yMnmon a great and/mighty creature' - one/that could/ 
turnthe/entire/tide/ofwar agaimtyour iide. Now your expeditionary force ynuyt hurry to try 
to either prevent thly y^rntyvoning-, by either destroying' the/ force' that Lyprotectmg' tbs' experi/- 
ment, or by besting'the creature/once it iy awakened/, and/iy presumably at Cty weakest. Q 
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Proto-DImenslons for Darfc Conspiracy™ 


By William Spencer-Hale © 1995 ^ Illustrated by Lorelle Ahlstrom © 1995 



Eciitor's Not^: Dark ConsJJtracy^'^ and 
ProtO'Dtm^Tisiom^’*^ are cop)Tig/i(5 of Game 
Desij^ners \K^ork5kof> and are used u ukout />er' 
mission. 

JoHraey to Tonnent 

The trek had been long and arduous 
but, despite all the setbacks, they had finab 
ly arrived. Their destination, to the casual 
obscr^'cr, would have seemed like a harm^ 
less one, although there were a few who 
knew of the true intent of their journey. 
Those that did attempted to thwart their 
plans with all the resources at their com¬ 
mand. 

They had failed. 

On the peaceful windswept Salisbury 
plain, Stonehenge spread before them, its 
ancient architecture and silent shadow's 


betraying nothing of its builders. It was a 
monument to secrets, erected in a time 
long forgotten, shrouded in the mists of 
history* It was the curse of men to forget. 

And yet, those who now stood before 
its ancient pillars knew these secrets* They 
had spent years in researching the origins 
and purposes of the great monoliths and in 
so doing had discovered a frightening 
truth- The stone monuments were not cre¬ 
ated for summoning horrid entities from 
the dark depths outside of mans influence, 
nor were they burial mounds or arenas of 
religious sacrifice. They were not temples 
to gods long forgotten. These stone memo¬ 
rials were gates, locked and guarded from 
this side to prevent entrance into our 
world from things not quite human and 
not of this earth. They were doors to a 
dimensional prison, protecting mankind 


from the horrors that lurk just a heartbeat 
away on the other side. 

Now, the guards are gone, swallowed in 
time, their purpose forgotten to all except 
a diligent few who possess the need to 
unearth such secrets. The doorways lay 
waiting for any who would enter or for any 
who would give invitation to those on the 
other side. 

Those who stood before the doorway 
had come to invade, nor to invite, 

Stonehenge was quiet. A gentle rain fell 
upon the soft grass and, off in the distance, 
a small herd of sheep grazed peacehilly. A 
wind howled across the plain and added an 
eerie soundtrack to the task of the travel¬ 
ers. The last symphony they would hear on 
this world for awhile, possibly ever. 
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Proto-DImwslois 


They set to their task in earnest. The 
oldest among them^ a woman in her thif' 
ties but looking old beyond her years, 
stepped forward and took her place as 
leader of the group. She had always seen 
and heard things that the others could not. 
Shadows that floated down dark corridors 
when no one else was looking, disembod' 
ied voices that called just out of sight on 
nights when the moon hid from sight and 
she was alone. Yes, she was special; only 
she had the power, from whatever source, 
to open the gate allowing entrance for her^ 
self and her comrades. It was a cask that 
she accepted with a grim resolve; she knew 
that this must be done, but apprehension 
filled her nonetheless. It is frightening on 
the other side. 

She concentrated, her mind becoming 
detached from her surroundings and her 
comrades. In her mind she saw the door 
open, its macabre black light spilling into 
the hallways of her mind. As she opened 
her eyes, she saw the same black light illu¬ 
minate the quiet plain in which they all 
stood. Her comrades looked at one another 
and smiled a weak smile; the time had 
come. They stepped forward to join their 
comrade as she relaxed, and hefted their 
weapons menacingly. They were ready. 
Together, they stepped through, the door 
closing swiftly and silently behind them. 

On Salisbury plain all was quiet and 
there was no sign that they had ever come. 

It was not dark as they thought it would 
he. The black light came from the open 
portal, not from their descinaiion. What 
lay before them was far worse. 

They were alone. A terrifying orange 
light permeated this world, painting every¬ 
thing in its grotesque hue. There were 
none of the peaceful blues and greens 
inherent to the world from which they just 
came. This was an alien landscape and 
they were acutely aware that they were 
intruders. 

They began their journey, slowly and 
carefully, paranoia slowly creeping up the 
length of their spines and sending chills 
throughout their bodies. They would have 
to be careful here; they knew of the inhabi¬ 
tants, the Reavers, bur they were ignorant 
as to their world. It was their battlefield 
and the advantage was theirs. This would 
be an uphill battle at best, and not all, if 
any, were expected to survive. 


For many long and tense moments the 
adventurers wondered if anythiiig inhabit¬ 
ed this realm. Its utterly silent nature was 
disturbing to the group. Infecting them 
with a type of fear unknown before. A 
stand-up fight would be far better than not 
knowing what lurked just around the cor¬ 
ner. 

It seemed that their wish would come 
true. 

Before them stood the enemy that they 
had come to vanquish. The evil, tusked 
beasts stood in front of them, blocking 
their advance, with a sinister expression 
glorifying their twisted humanoid faces. 
Without a word, the monsters rushed en 
masse at the adventurers, intent upon giv¬ 
ing them a welcome that they would not 
soon forget, should they live to remember 

h 

It. 

The adventurers hefted their weapons 
and took aim at their unnatural attackers. 
It was going to be a long day. 


Th0 Meta-versa 

The meta-verse as we know it is com¬ 
posed of three parts: the interstices, the 
universe and the proto-dimensions. Each is 
separate and independent but vital to reali¬ 
ty as a whole. Without the universe we 
would not exist, as it is our parent dimen¬ 
sion and also home to the proto-dimen¬ 
sions, which would not exist without that 
foundation of reality. In turn, without the 
interstices, the universe and rhe proto¬ 
dimensions — islands of order in a sea of 
chaos — would cease to exist as they would 
have no foundation to rest upon. Thus, 
Reality, governed by the metaphysical laws 
that bind it, is dependent upon its three 
parts. 


The Interstices 

The interstices are the foundation of 
the metaverse. They are vast seas of disor¬ 
der in which the universe and the proto- 
dimerrslons float. It is in these seas of chaos 
that the universe as we know came to exist 
and the home to it now. Contrary to popu¬ 
lar opinion, the interstices are not a proto- 
dimension despite sharing many character¬ 
istics with them. Instead, they are an end¬ 
less expanse of black from which can be 
seen both the universe and the proto¬ 


dimensions. They appear as shadowy forms 
floating silently in the void. 

The interstices are identical to the 
astral proto-dimension with the exception 
of how one travels there. While the travel¬ 
er would reach the astral proto-dimension 
in mind only, leaving his physical form 
behind, the traveler would travel to the 
interstices as a complete being, bringing 
his physical seif into this realm as well. 
Yet, this is not wise as the interstices, 
being the seas of chaos and disorder that 
they are, are not very hospitable to travel¬ 
ers and are very difficult to exit. 

The Universe 

The universe is the realm to which we 
belong and in which we exist. It was creat¬ 
ed billions of years ago when a great explo¬ 
sion shook the interstices. This was the Big 
Bang and it was the beginning of the uni¬ 
verse (although it was much different 
then) and the proto-dimensions. After the 
Big Bang, the reality that we now inhabit 
began to form; stars, planets, everything 
that we see on a clear night and more 
began to take shape and over the millenni¬ 
um this evolution of sorts has brought us to 
where we are now. Within the confines of 
our universe also exist the proco-dimen- 
sions. 

The Proto*Dimensions 

The proto-dimensions ate islands of 
alternate realities co-existing within our 
own. They are the reflections of possibility 
in rhe mirror of the universe. The varying 
realities of the proto-dimensions are end¬ 
less as is the imagination and any possible 
actuality can be entered through a dimen¬ 
sional portal. Within that realm of possi¬ 
bility exist many of the horrors that now 
plague mankind. Among these is the Rav- 
ager, whose proto-dimension, known as 
Torment, is a foul, forbidding place filled 
with disembodied screams and the corpses 
of the freshly dead, ready to be consumed. 
As there are an infinite number of realities 
to be explored in the proto-dimensions, 
the Referee should feel free to create what¬ 
ever environments he so desires. 

Types of Proto^Dimensions 

Fragmentary; Fragmentary proto- 
dimensions are perhaps the strangest of alt 
the alternate realities in the universe and 
some seem quite unnatural. Most, if not 
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Proto-OfneiislorTS 


all, break at least some of the laws of 
physics and some discard them completely, 
opting for their own laws that govern phys¬ 
ical action within the borders of the proto- 
dimension. 

These proto-dimensions are usually 
quite small and, as a role, there is no native 
life that inhabits them. In some cases* 
there have been creatures of one sort or 
another that has been transplanted and has 
mai^ged to survive but this is rare. 

Within the fragmentary proto-dimen-^ 
sions there is also another type of reality: 
the pocker proto^dimension. This type of 
dimension, although separate from its par¬ 
ent dimension, is not independent of it. 
They are quite small, usually only a few 
cubic meters of reality floating in the vast 
sea of the interstices, and are, for the most 
part* useless to the proto-dimcnsional trav¬ 
eler. 

Halflands: Halflands are a lot tike the 
fragmentary proto-dimension but they are 
somewhat less surreaL Within the confines 
of these dimensions* the traveler will find 
reality somewhat akin to the reality of 
earth hut usually twisted in some fashion* 
The laws of physics, as we know them, usu¬ 
ally apply to the halflands although rhey 
are not as concrete and infallible as they 
are in the universe* 

*An example of a halfland proto-dimen¬ 
sion would be the reality known as Grove, 
Grove is a reality that consists entirely of 
treesn It is very' pretty and somcw'hat peace¬ 
ful although devoid of anything except 
trees; no matter how far in any direction 
that the traveler goes, that is all that he 
will find* Another good example of a 
halflands proto-dime ns ion would be that of 
Gothic found in the Proto-Dimensions 
Sourcebook. 

Tliere is life in the halflands but it is 
somehow different, always inferior and 
never sentient* These lifcforms are nothing 
more than replicas; shadows of the same 
creature found in the universe. In the 
halflands* you may make a person’s 
acquaintance but rest assured that it is not 
real and not to be trusted. 

Splinterlands: The splinterlands are the 
closest realities to that of earth hut they 
are inferior nonetheless. They are consis¬ 
tent and remain stable in the constant 
upheavals of the universe* Their law's of 


physics also closely match our own and 
typically remain steady* TI\ese are the true 
shadows of the reality that w-e know 
although, at times* they can he quire 
bizarre. 

The splinterlands are the most real of 
ail the proto-dimensions and, like earth, 
tend to contain more than one reality 
within the confines of their borders. It is 
the splinterlands where players will most 
likely have the majority of their proto¬ 
dimensional adventures. 

Quantum Proto-Dimensions: The 
quantum proto-dime ns ions are shadows of 
the dimension that they are attached to. A 
proto-dimension can have any number of 
quanmm dimensions associated with it. In 
the quantum proto-dimensions, time is not 
a constant as it is on earth or even in some 
of the splinterlands* Instead, time is usually 
compressed or stretched to an extent, vari¬ 
able with each quantum dimension* 

The quantum proto-dlmcnsions can be 
very useful to a minion hunter who is in a 
hurry or who needs to heal rather quickly 
but caution must be taken: the dark races 
also use the quantum dimensions for the 
same purpose and the odds of encountering 
these horron are high. 

Means of Prot&dimensional Travel 

Ttiere are three very' distinct means of 
travel to and from the proto-dimensions. 
First, an empath wuth the dimension walk 
skill can open a portal that can he entered 


by himself and other, possibly non-empath- 
k* individuals as well. Second is the use of 
one of the many types of Darkfck gadgets 
specifically created for this purpose. 
Although these gadgets may prove handy, 
the fint step is acquiring one and that is 
not always easy. The third and final 
method of proto-dimeiuional travel is by a 
fixed device that was created for the pur¬ 
pose of opening a dimensional dovu* Exam¬ 
ples of these arc Stonehenge* the Incan 
and Egyptian pyramids and other stone 
monuments found around the w'orld. 

When travelling in the proto-dimen¬ 
sions* the minion hunter must also content 
with the Discontinuity factor and the 
Assimilation effect of the given proto¬ 
dimension* To put it simply, the Disconti¬ 
nuity factor is a relative measurement of 
how strange the proto-dimcnsion is in 
comparison to the reality of earth with a 
rating of *1* signifying this similarity* The 
higher the Discontinuity factor* the 
stranger the environment, the farther it is 
from earth and the relative extent of a 
darkling presence* All these must be fac¬ 
tored into the Discontinuity number. 

Assimilation represents the difficulty 
incurred by the minion hunter attempting 
function in the varying environments 
encountered in the proto-dimensions. The 
Assimilation Effect Number represents the 
amount of damage a character w-ill suffer as 
a result of entering an environment whose 
physical laws are so different from their 
own w'orld* Characters will begin to suffer 
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damage 50 minutes after assimilation and 
they will continue to do so until they for¬ 
sake the proto-dimension for one whose 
physics are closer to what tliey are accus¬ 
tomed to* Like the Discontinuity factor, 
the higher the Assimilanon effect, the 
stranger the physics inherent in the proto- 
dimension* 


Shades of Despair 

■i 

An Adventure into the Realm of 
the Reaver 

Shades of Despair is a short, simple 
adventure introducing characters and refer¬ 
ees to proto-dimensiona! travel in Dark 
Conspiracy, Its purpose is to acquaint the 
players with adventuring in the proto- 
dimensions as well as educating the referee 
on the myriad possibilities inherent in 
proto-dimensional uavcl. Referees are 
advised lo use ihis scenario as a blueprint 
and expand upon the format for future 
adventures. Playcn arc advised not to read 
beyond this pc»int* 


^'Somenmes 1 ais/i reality could iw simpie* 
A iiundred years ago ahermite dimensions 
were notfiing fjut fairy tales and ficiion. 
Today, r/ieyVe coid, hard, iethal/acts. Damn. 
J think J was ham a hundred years too late/' 

— Zena Marley (Early 21st-century 
mercenary-philosopher) 

Name: Torment 

Type: Splinterland 

Discontinuity: 11 

Assimilation Effect Number; 15 

Setting the Mood 

The mood of this scenario is panic and 
disgust. The players should be made aw’are 
of the imperative nature of their assign¬ 
ment. The Ravagers, from the safety of 
their home dimension, Torment, arc close 
to completing a device that would destroy 
the proto-dimensional barrier between 
earth and their dimension to allow a mass 
invasion by these hideous, flesh-eating 
fiends* The players are asked to journey 


into this dimension and destroy this 
machine before it can be put to use* 

Disgust will play a part in the adventure 
when the characters fir^ally reach their des¬ 
tination: Torment. It is here that they will 
discover the true nature of the Ravager 
firsthand. Torment is a bleak and desolate 
place. Its oppressive, gloomy atmosphere 
seems to invade the soul and depresses the 
will of even the hardiest minion hunters* 
The entire dimension in bathed in a 
macabre orange light, somewhat akin to 
the outer glow of a flame, but this does 
nothing to lighten the atmosphere of the 
dimertsion. It is a foul place filled with the 
screams of the dying and littered with 
mountains of corpses. These corpses are 
stored openly and are later used for food. 
The corpses represent countless races 
found throughout the proto-dimensions 
and among them are many human bodies 
as well. The Ravagers consider human 
flesh quite a delicacy. 

This adventure is broken down into 
three parts* The first pan will consist of the 
character briefing and the beginning of 
their journey. The second part will be the 
actual journey to Stonehenge, the portal 
that will allow them entrance into Tor¬ 
ment* The third part of the story will be 
the actual adventure in the Ravager proto- 
dimension and the destruction of the inter- 
dimensional device. 

Part One: Of Imperative Nature 

The characters are called to an aban¬ 
doned warehouse just outside the city* 
They are told that the Ravagers have 
devised an instrument capable of destroy¬ 
ing the barrier between earth and their 
home dimension of Torment* It is not 
known what their plans may be once they 
have accomplished this but everyone who 
knows of ihis foul plan is expecting the 
worst. The characters are informed that 
the most expedient avenue into the Rav- 
ager's home dimension is through the 
ancient circle of stones known as Stone¬ 
henge* Thousands of years ago it was creat¬ 
ed as a barrier to prevent such horrors from 
entering our world but now the gatekeepers 
are gone and it stands as nothing more 
than a testimony to the past. Time is run¬ 
ning out. 

The man who explains the situation to 
the characters is a middle-aged man with 
dark brooding eyes* He is known simply as 
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Blrick 7 to his associates and has never 
divulfjcd his real name or even given an 
explanatiotu No one has ever asked. 

Upon accepting this mission, the char¬ 
acters are led dtwn a flight of stairs that 
were concealed hy a trap door in the floor. 
They are then taken to the armory where 
they arc told to ann themselves as they see 
fit. This is not a rime for the characters to 
he mtxlest as the dangers they will face are 
great and they will need all the weapons 
that they can carry. They are also given a 
map of how to find the machine once they 
arrive in Torment. Tell the characters that 
many minion hunters died to retrieve this 
informatitin and that everyone hopes that 
they did not die in vain. 

They are told of the imperative nature 
of their journey and that they must waste 
no time in arriving at theit destination. As 
the players leave the warehouse, a light 
ram begins to fall from the gray, overcast 
sky. 

Part Two: The Calm Before the 
Storm 

In this parr of the story, the characters 
will journey to Stonehenge to enter the 
realm of the Ravager. The journey itself 
can he as eventful as the Referee desires, k 
is suggested to give the characters some 
resistance bur not to overload them at this 
point: save your heavy ammunition for 
after they make the dimension walk. It will 
he too late to turn hack then. 


Ihjting this part of the story» build sus- 
j>ense and attempt to create an atmosphere 
of paranoia. Always lead the characters to 
believe that they are being follow'ed^ 
w'hether they arc or noi» and make cver>' 
person that they come in contact seem to 
l>e hiding something. 

Once they reach Salisburv' Plain, offer 
them no more resistance. Stonehenge 
should he quiet and peaceful, hiding its 
true ttaiure and giving the characters a 
false sense of security. It is now that their 
real adventure begins. 


Part Three: To Walk Through 
Nightmares 

Once the characters enter the realm of 
the Ravager. they are instantly assaulted 
with the stench of rotting flesh and, as 
hxlies in various stages of decay stretch as 
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(aj ;ts the eye can see, they have no doubt 
as ro its origin. 

For a short time, tvffcr the characters no 
resistance. Allow them to be lulled into a 
false sense of safety and them hit them 
hard. Assault them with wave after wave of 
Ravagers» intent on ripping them to shreds. 
Barely give them time to reload their 
weap<Tns hefore hitting them with another 
wave of theit foul enemy. It is suggested, 
howeverj that you use some discretion in 
this attach* Do not give the characters 
more than they can handle or they will 
lose hope too quickly and not enjoy the 
game* Give them a fighting chance but 
make them fight hard. 

Have this battle continue all the way to 
the machine itself* Once they find it, the 
characters w'ill discover that it is now’ fully 
functional and was about to be implement¬ 
ed ill the Ravager's.horrid plan. It is here 
that the characters wnll encounter the most 
resistance yet; once they destroy the 
machine, the remaining creatures will scur¬ 
ry into the orange depths of Torment* 


The characters will find no resistance in 
making their way back to the portal but 
when they arrive at the designated area, 
they will discover where the Ravagers dis¬ 
appeared to. Make the characters^ escape 
very difficult, perhaps having to jump 
through the portal as it begins to close* 
Make them really relish their safety once 
they are on the other side. 

Once they make it through the portal, 
they will find themselves back at Stone¬ 
henge* It is just the way that they left it; a 
light rain falls on the gray, English coun¬ 
tryside and a small flock of ^eep grate in 
the distance. 

It is time for the characters to go home* 

The Revager 

Strength: 14 
Constitution: 13 
Agility: 10 
Intelligence: 7 
Education; 6 
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Charisma; 8 
Empathy; 7 

Initiative; 5 

Move: 3/10/20/15 
SkiH/Dam-: 8I1D6 

# Appear; On earth-1D6; On Tor- 
ment-Referee's discretion 

While on earth, the Ravaj^ers constant¬ 
ly project a human image. Empathies who 
can see beyond their disguise arc horrified 
at the vision that assaults them* 

The Ravagers stand two meters tall and 
their skin is a deep blood red. They have 
horns that originate from either side of 
their head and curl menacingly toward the 
frortt. Their claw's are excessively long and 
are capable of ripping a human to shreds in 
short order* They also possess a long, pow-- 
erful tail. 

They are calculating, murderous mon¬ 
sters with no compassion or mercy for any¬ 
thing living, h is nor wise to attempt to 
bargain or ally yourself w'ith them as they 
will betray, murder, and consume you at 
their first opportunity* Tl’iey arc evil itKar- 
natc, in thought and deed. 

What Now? 

Now that the characters have been 
introduced to the proto-dimensions, they 
can continue their travels tbrt>ugh the var¬ 
ious realities, discovering the infinite possi¬ 
bilities that lay outside the confines of 
earth* They have taken their first great 
step in this brutal wat by taking rhe fight 
to the enemy. Many more adventures as 
daring as this one will be required and 
many minion hunters w'ill die before this 
war is finally w'on. 

Once they return to earth, they will he 
welcomed as heroes. They w'ill be told that, 
because of their courage, they have 
instilled a little more hope in the world. 
They will also be reminded that the war is 
not over yet. In fact, it has just Ix^gun* □ 
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Forensics Facts to Terrorizo and Amuse Your Players 


By Matt Staroscik © 1995 Artwork by Bradley K. McDevitt © 1995 


D irective Brenner slottly u^alkeci 
tou'ard!s ifie u'arehouse. liie d/s' 
tance /ie could faintl) /letir f^ie 
fKJtindmg Long Beach surf. The mof^nffghi 
strange shadoas tn the ade^/, and he again 
U'/shed he had hroi-tght hrs /warmer along, Thar, 
of course, icouid hat^e been a m*sia/ce; Bren¬ 
ner's m/ormani, tahom he onl\ hneu' as 
Chavez, demanded ihe> speah alone. 

A Beretta 92 held at the reiidy, he cased 
the corroded door open and stepped into the 
darhness. After his e)’es adjusted to the dim 
moonlight streaming through the griniv u-in- 
dou'S, he made out a human /igure acri^ss the 
/loor. "Chave^.^” he called as he raised the 
Beretta. 

"O/ course.' 

"Hou' about some light?" ashed Brenner. 

With ii faini ciich a treah bulb came to life, 
creaDng a JK)ol of lifrht in the catt’rnous room. 
Brenner's attention aos immediatelv directed 
to the macabre scene in the center of the room, 
Tu'O corpses uere secured spread-eagled to the 
concrete fliwr, their chesLs flayed open. Their 
clouded, sightless eyes s[fired upufirds out of 
u^axen faces , Gallons of blood were pooled 
around them, and the remains of candles and 
burnt paper were scattered about. Bioodj foot¬ 
prints traced a ring around the hideous 
tableau. The faint bunting of /lies could be 
heard, 

Brenner approached the lin/orrunate |.>air of 
victims, carefui not to step in any of the blood. 
The absence of any greenish-red discoloration 
told him right au^y that the bodies were less 
than eighteen hours old - fresh enough that the 
odor of rotting flesh had yet to rise, "Not 
again,,." su"ore Brenner as he quichly checked 
the room’s comers once more, 

Chat'er stepped foru/ard, "Bm afraid so, 
detective. And this may only be the begin- 
nmg. 


Reality can he disturbing enough to 
hold its own in a liorror-genre game. An 
accurate description of the state of a corpse 
can create more impact than simply throw¬ 
ing gallons of hlootl around the scene. The 


bu:r of flies, clouded eyes, and rigor mortis 
all can be described by the GM when char¬ 
acters come across a scene such as that 
above. The information presented in their 
article is designed to be useful on two lev- 
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eis. Firstly, in any game the GM wi II be 
able to describe the condition of a corpse 
more realistically after reading this piece. 
Second, mention is made of how to inte¬ 
grate the information with a skill-based 
game system so characters with the appro¬ 
priate skills can make rolls to gather infor¬ 
mation from a scene. Characters with skill 
in medicine or crime scene investigation 
will then be able to pur those skills to work 
more realistically. This information is dis¬ 
cussed generally, with no effort made ro 
tailor it to any one system. 

Three main subjects are covered: first 
and most importantly, determination of 
the time of death. Secondly, the prtKcdurc 
followed during an autopsy is discussed. 
Lastly, a discussion of the wounds caused 
by firearms is included. A word of caution: 
this is a frank discussion of the more grue¬ 
some aspects of death. Those who arc faint 
of heart, be warned - you may nor want to 
read this over dinner. 

Time of Death 

After death, a body undergoes a number 
of changes that can be used to determine 
the time death occurred. Despite what 
might be seen on television this is not an 
exact science. Still, under most circum¬ 
stances it is possible to gauge the time of 
death ro within a few hours. To maximize 
the accuracy of this process, it is important 
to examine the body in sim (where it lies at 
the crime scene) as soon as possible. .After 
the examination of the crime scene is com- 
plete, the body is tagged, bagged, and taken 
away for a full autopsy. 

Time of death is determined mainly by 
examining two factors. The body's condi¬ 
tion - temperature, lividity, decomposition 
' is one. The other is the presence of insect 
life on and around the corpse. The deter¬ 
mination of time of death can be compli¬ 
cated by extremely hot or cold weather. In 
freezing weather, a corpse can be so well 
preserved that the time of death cannot be 
accurately established. On rhe other hand, 
a hostile environment like a hot humid 
jungle will complicate the determination 
by accelerating the process of decay. 

The well-known milestones used to 
determine the time of death are summa¬ 
rized below. 


T ^0 minutes 

The skin pales and the muscles relax. 
The body begins to cool. The rate of cool¬ 
ing is approximately 1.5" F per minutCi but 
changes depending on the ambient tem¬ 
perature. A dismembered corpse will cool 
more quickly than an intact one, too. The 
body will remain warm to the touch for 
approximately three hours. Flies find the 
corpse within ten minutes of death and lay 
eggs in the eyes, nose, and mouth. 

T +30 minutes 

The blood in the corpse, not being cir¬ 
culated anymore, will sink to the lowest 
portions of the body. This causes obvious 
purplish patches, called post-mortem livid¬ 
ity. Applying pressure to livor patches will 
push away the as-yet liquid blood under 
the skin, resulting in a temporary pale spot. 
(You can see the same thing when you 
clench your fist; the blood is temporarily 
forced away from the knuckles, which 
become pale.) The upper portions of the 
body, robbed of all their blood, become 
more pale or even waxy in appearance. 

T +4 hours 

At this point, rigor mortis sets in. It can 
take up to 12 hours for rigor to set in com¬ 
pletely in some people. The smallest mus¬ 
cles stiffen up first, starting with the face 
and neck. Stiffening then proceeds down¬ 
ward CO the larger muscle groups. After 30 
hours, the muscles have decayed to the 
point that they don't stay locked up, and 
rigor mortis disappears. Muscular softening 
proceeds from the head down. When a 
body has lost its rigor, it is said that the 
rigor mortis has been “resolved." 

Rigor mortis manifests differently in dif¬ 
ferent people and cannot be used as an 
accurate time of death indicator by itself. 
Extremely overweight people sometimes 
never develop rigor, and thin people may 
develop it quickly. In addition, vigorous 
activity, such as a struggle, shortly before 
death depletes muscular fuel and causes 
rigor to set in more quickly. Elevated ambi¬ 
ent temperature also accelerates the 
process. 

Four hours after death, the body will be 
cool to the touch. 


T hours 

Post-mortem lividity becomes fixed - 
that is, pressure will not cause livor marks 
to blanch. This happens as the blood caus¬ 
ing the livor marks clots; pressure can no 
longer force it from the area. The corpse’s 
corneas may cloud over. 

T +12 hours 

The eggs laid by flies in the minutes 
after death hatch after twelve hours. Mag¬ 
gots begin to feed in the mouth, nose, and 
ears. This is considered a very accurate 
milestone. 

T +24'hours 

Eighteen to twenty-four hours after 
death, deperuling on ambient temperature, 
the body will be cold and clammy. The 
corpse begins to discolor, beginning at the 
head and neck as with rigor mortis. The 
greenish-red patches spread downward over 
the course of the next several days, and 
eventually cover the entire body. At this 
point, the odor of rotting flesh is notice- 
able'and facial features become distorted. 

Between twenty-four and thirty-six 
hours after death, beetles begin to feed on 
the corpse. After forty-eight hours spiders 
and other insects arrive and begin pieying 
on the insects f^ing on the corpse. 

T +3 days 

Bacterial decay produces brge amounts 
of gas. Some corpses swell; huge blisters, 
full of gas, may form. Fluids may teak from 
the nose, mouth, and other orifices. 

T +3 wmks 

In a warm environment, the body is 
reduced to a skeleton in three to four 
weeks. A cold climate can increase that 
time to two months or even longer. In a 
mote moderate climate, at three weeks 
after death the body begins to burst open. 
The hair and nails loosen. 

T +2-3 months 

A body submerged underwater can 
undergo a curious transformation after 2-3 
months. Fat beneath the skin changes to 
adipocere, a waxy white substance. This is 
most prominent in the fingers arul nose but 
nearly the entire body can be converted 


SUDIS © 1995 







D6ftd Men D9.TeH Tales 


under rhe nghi conditions, ("orpses take 
much longer to become skeletons when 
submerged. 

Roleplaying Possibilities 

A Forensics or Pathology skill could be 
very useful for any characters that arc like¬ 
ly to run across any corpses in their line of 
work. Determination of the time of death, 
in the absence of any compltcarions, would 
be an easy task in Forensics or Patiiology. 
Depending on the situation, the time could 
be narrowed down to a few hours. The 
older a corpse is, the harder it is to deter^ 
mine the^rime of death, and alter three 
days the task difficulty becomes difficult 
and the time of death will have an uncer¬ 
tainty of approximately eight flours. Older 
corpses wii! have uncertainties of many 
days even with a successful roll. 11 all that 
is found is a skeleton, the situation is not 
necessarily hopeless. A b<nanist can e.xam- 
ine the scene and attempt to determine 
how long the body has been there by 
examining the plant life growing around it. 
This is a very difficult task, with a great 
deal of uncertainty in the result. 


Even if the players aren't interested in 
having characters with Forensics, the GM 
can provide grisly details from rhe guide 
above at the appropriate times to enhance 
the inotxi of any horror game. 

The Autopsy 

''W/irtPs ^ou today, Brenner?" Dr. 
Mfirrsa Longo u^as one 0 / tke department's 
med/cal examiners, "Cat got your tongue!*' 
she said, holding up an ettdence bag with an 
unidenti/iaNe chunk m it. The crime scene 
team's fights picked out the scene m indd detail 
behind her. 

"J'm not up to it today, Mansa. Just tefl 
me what you’ve got for me.” 

Taken aback by Brenner's manner - they 
shared a similar black sense of humor and got 
along well - Marisa decided to cut to the chose. 
*'The nctims - both male - u^ere killed bettveen 
EU’eiie and eighteen hours ago. The time of 
death cannot be narroit'ed dotvn /urther 
because the victims uere eviscerated, and the 
basal temperature dropped more ropidiy than 
with an intact corpse. The intemaf organs 


were removed ivtth a serrated blade approxi- 
mateiy six inches long and taken from the 
scene. The eyes were remot'ed os well, ft's the 
same MO as the murders last December, 
Brenner." 

"Yeah... yeah. Look, I've got to go talk to 
the Captain. Page me if anything else turns 
up, OfC.^" 

"Sure.” 

"Thanks, Marisa," 

There are two types of autopsy. A sim¬ 
ple medical autopsy is used to determine 
the cause of death when there is no suspi¬ 
cion of foul play. A medical-legal autopsy 
is a much more in-depth procedure and is 
required for all homicide cases, or in any 
other case the coroner decides is suspi¬ 
cious. An autopsy attempts to determine 
the cause of death (that is, the physical 
process within the body that led to death), 
and the manner of death (i.e. suicide, 
homicide, accident, or natural). 

The first step in the medical-legal 
autopsy is the external examination. Much 
of this w^ill be done at the crime scene, in 
order to recover fibers, dirt particles and 
other evidence clinging to the corpse. The 
corpse’s hands are often protected with 
plastic bags during transport since they can 
hold valuable trace evidence, such as blood 
under the fingernails. Once the body is 
back in the morgue and the autopsy is 
underway, a much more thorough exami¬ 
nation is performed. The coroner examines 
the body in detail, both clothed and 
unclothed. X-rays are taken; they can tell 
much about the direction blows came 
from, and could reveal objects lodged in 
the body that were overlooked. If there are 
any gunshot wounds, they will be exam¬ 
ined carefully to determine the distance 
the shot was fired from and the angle of 
entry. {See the section on gunshot wounds 
for more information) The entire body is 
photographed in detail before the internal 
examination is begun. 

Next, the body is dissected, A Y-shaped 
incision is made, starting from the shoul¬ 
ders and groin, and meeting in the center 
of the chest. Each organ is removed, exam¬ 
ined, and weighed. Commonly, a chemical 
analysis of the stomach contents will be 
performed, and the blood may be analyzed 
as well for unusual compounds. The head is 
examined last. An incision is made from 
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ear lo ear across cIk top of the [icad^ and 
the skin is peeled dow[i towards the face. A 
cranial saw is then used to remove tlie top 
of the skuli, fjrantiji^; access to the brain 
which is removed and examined like the 
other organs- 

If a character w'ith a Pathology (or simi¬ 
lar) skill is performing an autopsy, the diffi- 
culcy of finding clues such as bloodstains 
on clothes, an odd lesion on an internal 
organ, or hidden needle marks will vary 
greatly. The character should receive skill 
roll modifiers for perception or intelligence 
scats if the game system allows. The GM 
should use common sense to arbitrate such 
a situation. 

Ginslmt Wounds 

Jt u/us later t/iat night, md Brenner /uid 
jusi managed lo get to sleep u hen his pager 
ivent off. He u^s tempted to ignore it, hut it 
must hat^e been Important os he told the rest of 
the crew not to bfJthcr him unless it uas a real 
emergency. Fumbling on his nights rand he 
retrieved the sleek black unit and checked the 
display. The sickly yelloiL^ light shtneed a string 
of nines - the code Ghovez used for an emer¬ 
gency meeting- Su'earing, Brenner climhed out 
of bed and began to dress. 

During the drive Brenner uondered u^hat 
could he 50 important that Chave? uould con^ 
tact him ntice inside of 24 hours. Gsjudly they 
only met once every few weeks. He hod a /eeb 
ing it wasn't going to he good news. 

His Ford Taurus parked in from of an alb 
ni^t eatery in Century City, Brenner ualked 
to the alley he and C/uue^ hod picked ahead of 
time as the meeung place for such a sitxuttion. 
Not taking any chances, Brenner had his 
Beretta tucked in his jacket pocket as he sloudly 
walked doum the dtirk streets. Turning into the 
alley he almost stepped on a bum s/miu led on 
the pavement, but before he moved on some- 
thing caught his eye. It icosn't a bum ai all, 
but Chavej. A sm^lshed cellular />hone kiy by 
him, 

Vf^ith a sinking/eeling, Brenner checked hrs 
pulse. None. Uptrn noticing the ragged hole in 
Chave^'s temple Brenner also decided CPR 
wouldn't be a gtxjJ idea. The lack of an e.vit 
wound and the small si?e of the entry wfnmd 
immediately made Brenner think the murder 
weapon was a .22 pistol. The skin was hwse 
and tom in a star-shaj>ed pattern iiround the 
wound which indicated that someone hod come 


right up to Chave? and put the gun directly 
against his head. Unless the killer hod Bren¬ 
ner's pager number and knew the code, the 
murder had to happen in the lost 30 minutes 
since Chtive? called. Vf^hat was the motive? 
Chaves still had his wallet, and the killer 
hadn't taken the cell phone, 

Brenner went bock to his car to call it in, 
looking over his shoulder the whole ume. 

Firearms cause wounds with a number 
of unique characteristics. Depending on 
the range between the victim and the 
shtu>cer, different sorts of residues from the 
discharge may be present on the victim^s 
skin or clothes. Sometimes gunpowder 
residue can be chemically analyzed to 
determine the manufacturer, and some¬ 
times even the lot number - and hence 
date of production - can be determined 
with the manufacmrer*s cooperation. If the 
projectile does not remain within the body, 
examination of the wound channel can 
determine the caliber and the approximate 
fH>wcr of the weapon. 

Determination of Range 

As with the determination of the time 
of death, this is an inexact science w'ith 
many variables. The different types of 
residues found and the ranges they occur at 
are summarized below. If no residue is 
detected, all one can say is that the attack 
was conducted from in excess of one to 
three feet, depending on the type of 
firearm used. (Rifles leave residues up to 
three feet, short-barreled pistols usually 
only up to a foot.) 

Gunpowder smudges 

Smudges of gunpowder, which can be 
easily wiped away, are found with the 
wound when the gun was fired from closer 
chan 12 inches. This black residue resem¬ 
bles soot. The heavier the deposits, the 
closer the range. 

Gunpowder “speckling” or “tat¬ 
tooing" 

Tiny bits of unburned or partially 
burned gunpowder can be carried to the 
victim, and will embed themselves in the 
skin. These small black specks cannot be 
wiped away as gunpowder smudges can, 
and are found when the weapon was fired 
from 10 inches (short-barreled pistol) to 36 
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or e-mail to ghostgames@aol.com. 




from 10 inches (short-baneled pistol) to 36 
inches (rifle). 

Speckles and smudges will not be pre¬ 
sent at the same time. If the weapon was 
fired at close range, the unbumcd powder 
will travel behind the bullet right into the 
wound, and only a smudge will appear. At 
longer ranges, the soot caustrrg the smudge 
has dissipated, but the unbumed powder 
cloud has expanded and will strike the 
skin, causing speckles. 

Tom Skin 

If the barrel of the weapon is placed in 
contact with the victim*s skin, the gasses 
created by the discharge will be forced 
inside the body. In some cases, this can 
tear the skin in a distinctive star-shaped 
pattern. The formation of these tears is 
enhanced with the target area is backed 
with bone, such as when a victim is exe¬ 
cuted with a gun to the temple. Often a 
bruise or scrape is created by the mmzle of 
the weapon during recoil. If present, such a 
mark can be used to determine the orienta¬ 
tion of the weapon or possible the dimen¬ 
sions of the muzzle. 

If no tom skin or residue is seen, that 
does not necessarily mean that the attack 
came from a distance. Skin does not always 
tear when a contact shot is made, and the 
residues could be trapped beneath the skin. 
If this is the case, the autopsy will reveal it. 
Also, clothing can often totally protect the 
skin from gunshot residues, so tt is impor¬ 
tant to examine it for traces before jump¬ 
ing to conclusions. 

Again, there are many variables and 
only approximate ranges can be given. If at 
all possible, the investigators would wish to 
create test patterns with weapons believed 
to be similar to the murder weapon to more 
accurately determine the range of the 
attack. Under ideal circumstances, but 
without a weapon, the determination of 
the approximate range of an attack is a Dif¬ 
ficult roll. If the weapon is recovered and 
test patterns can be fired, the difficulty 
becomes Easy. 

Gunshot Residues on the Shooter 

When one fires a weapon, residue is left 
, behind on the hands. Tlie police can test 
for these residues to determine if one has 
been handling a weapon recently. The 


most reliable tests (that is, the ones that 
give the fewest false positives) look for tiny 
particles of residue on the hands. Compet¬ 
ing procedures look for elemental traces 
such as lead, antimony, copper, and bari¬ 
um, but these methods are unreliable. Most 
gunshot residue traces can be removed by 
thorough washing, or will wear off natural¬ 
ly in about six hours of normal activity. 
Some residues, such as tiny amounts of 
nitroglycerin used in some gunpowder, 
soak into the shooter's hands and can be 
detected for, possibly, days unless removed 
by washing with solvents such as acetone. 

Conclusion 

Hopefully, you'll now be able to make 
your players squirm as you describe in drip¬ 
ping detail their latest discovery. The use 
of skills such as Forensics and Pathology 
can get the players more involved in the 
game; instead of waiting for the autopsy 
report, they could be doing the work them¬ 
selves. If you want to learn more about 
crime scene investigation, just head to the 
nearest college library, where you will find 
more than you’ll ever be able to use even 
in the most ambitious game. 

Brenner rolled Itome ihrou^ (he midnight 
fog, tvondeWng u^ho might fan/e killed Clvivez 
and u/hy. Ji might have been the s<ime people 
u/hose «/ork left in the u^orehouse fast 
night, in u^hich cose tvos lucky dwt he 

got a quick death, ft was ofjvious ifuit Chavez 
hod knoum more than he was saying, but u/ith 
him gone, the situation hod gone from had to 
hom'hie, 

The next months u^ould be mteresfing. 

Ruterances 

Cause of Death, a writer's guide to 
death, murder, and forensic medicine 
Keith n, Wilson, M.D.; Writer's Digest 
Books, Cincinnati, OH 1992 

The Investigation of Death Donald 
Karl Merkeley, M.D. Med. Sc. D; Charles 
C. Thomas, Publisher Springfield, IL 1957 

Forensic Science Geoffrey Davies, Edi¬ 
tor; American Chemical Society, Wash¬ 
ington, DC 1986 
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By Katherine Shelly Pfeiffer © 1995 


M any [u^pular fantasy arc painters 
specialize in macabre and suire- 
alisr subjects. The macabre in 
artwork can be created in many different 
ways. Grotesque, monstrous and menacing 
figuses threaten. Freakish creations a la 
Frankenstein look revolting. Juxtaposi¬ 
tions of familiar objects in unnatural com¬ 
bi nations make for creepy imagery: some 
remind us of genetic mutations, others 
shock us because the ideas the comhina-' 
tions evoke are unacceptable- a claw-like 
hand emerging from a sew’er, an arm grow¬ 
ing from a forehead, people screaming as 
their glasses explode. Surrealist images may 



Tim White 
Tales of Cthulhu 

© 1995 Tim White. Courtesy of FPG* 


disturb us: a face shown in three views 
simultaneously or body parts melting into 
sceneiy-. 

While there are a variety of painting 
styles in most fantasy work, paintings 


which fcKus on the horrific usually feature 
a careful, often photo-realistic style. In this 
style the painters use very small brush- 
strokes which are usually nor visible to the 
naked eye. These artists carefully build up 
shading to mimic the way natural light 
illuminates objects - this reminds the view'- 
ers of a photograph. Such a style works to 
intensify anything bizarre or unnatural 
because it makes it visually believable. 

The card sets below' offer you an excel¬ 
lent range of horrific and surrealist 
imagery. 


Tim White 

Publisher: FPG, 1994 
Cards in Set: 90 

The Tim White set from FPG contains 
an impressive collection of repulsive and 
macabre images. A British artist, Tim was 
commissioned to redesign the book covers 
for Asimov's legendary Foundation trilogy* 
His special talent for the horrific appeared 
in his covers for Lovecraft’s Cthulhu tales. 
He has published three hooks of his own 
work and created paintings for film, televi¬ 
sion, computer games, hooks and videos* 
His style is often remarkably photographic 
- indeed in some paintings he deliberately 
mimics the out-of-focus quality of photo¬ 
graph backgrounds. When he combines 
this effect wath a clearly impossible fore¬ 
ground creature, we are surprised and 
intrigued, as in Spirit in The Wood. Here a 
w'itch-like creature appears against a dap¬ 
pled, blurry forest. Among the most horrif¬ 
ic images is that from New Tales of Cthul¬ 
hu Mythos - showing a grotesque, shiny, 
lumpy, pink creature w'ith hideous fangs 
about to attack a young woman who has 
come upon it accidentally in her bedroom. 
Here, as elsewhere, Tim’s photographic 
effects combined with a fantastical creature 
gives us a jolt* Many paintings depict 
remarkably repulsive demons consuming 
humans or parts thereof. The set also con- 
tains many of Tim’s science fiction works 


(many creepy aliens), fantasy and surrealis¬ 
tic scenes. 


Jim Warren's Surrealism: Beyond Bizarre 
and More Beyond Bizarre, Jim Warren 2 
Publisher: Comic Images, 1993 and 1994 
Cards in Set: 90 and 90 


Like many surrealist artists, Jim Warren 
often prefers imagery with a bizarre, often 
twisted effect. Warren is a popular illustra¬ 
tor of books and album and video covers. 
Working for over 20 years, Jim Warren's 
work encompasses a wide range of styles. 
His imagination has been described as a 
cross between Stephen King and Jim Hen¬ 
son's Muppers. Warren confesses his enjoy¬ 
ment of combining body parts from various 
sources into new creatures. Some of these 
include The Freak - a large hand with an 
eye in its thumb protruding from a fully 
clothed body. Dry Skull Dreams includes a 
woman's hand with an open mouth, its 



Jim Warren 
Peekin' 

©1995 Jim Warren. 
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tongue and teeth protruding in the wrist 
area. Another good example of Warren*s 
genius for surprising juxtaposition is a 
cover for Briar in which a woman's head 
sprouts snakedike human limbs for hair. In 
celebration of Warren's involvement with 
enviommental causes^ the set also includes 
many paintings with shapely female bodies 
integrated into islands and surf. 

After the success of the first series. 
Comic Images issued the second set in 
1994- Warren has a special fascination 
with Frankenstein and his version of his 
head is included in this set. More impor¬ 
tantly, Warren also enjoys distorted and 
grotesque faces, disembodied mouths pro¬ 
jecting from a wave, and skulls making a 
variety of dramatic screams and grotesque 
expressions. The set also includes many 
other visions - not at all horrific. Among 
these are the series of Equine Aquatics 
which combine white horses and waves in 
imaginative compositions. Comments on 
the backs of the cards in both sets are 
sometimes about the works and stimecimes 
just comments about the artist and his 
work. 

Bemie Wrightson and Berate Wrightson 11 
Publisher: FPG, 1993 and 1994 
Cards in Set: 135 and 90 

Sometimes called the Master of the 
Macabre, FPG produced its first Wrightson 
set in 1995, That set contained 90 color 
and 45 black and white cards. The latter 
were from his Frankenstein graphic novel, 
{This set was unavailable to me for 
review,) The second set, issued in October 
of 1994, contains 90 color cards. All the 
artwork was created specifically for this set. 
Wrightson is best known for his contribu¬ 
tions to comic bcKiks, He created Swamp 
Thing with Len Wein, and mucn of his 
best black-and-white work appeared in 
Eerie, Creepy and Vampirella- Stephen 
King employed him to create chapter illus¬ 
trations for the novella Cycle of the 
Wereworid.* He designed some of the mon¬ 
sters for the movie Ghost busters. Among 
his most famous character creations is Cap¬ 
tain Stemn, who became a major fixture in 
Heavy Metal. Wrightson's Frankenstein 
illustrations have been hailed as “defini¬ 
tive” by other artists. Not surprisingly, the 
style of artwork in this set has the anima¬ 
tion of a comic illustrator. His set contains 
a plethora of creatures with gross deformi¬ 
ties: some appear to be covered with can- 



Bernie Wrightson 
From Bernie Wrightson It 

1995 Bernie Wrightson, Courtesy of FPG. 


cerous luinpsi some have metal pins and 
boles sticking out ot their limbs; many have 
skeletons which show through their skin. 
Many scenes depict hideous plant forms 
attacking people. Vampires and were- 
w'olves doing their gory thing occur in 
abundance. The backs of the cards have 
different sketches and rather whimsical 
quotes by the artist. 

The Alien World of Wayne Barlowe 
Pubtisher; Comic 1994 

Cards in Set: 90 

■ 

Barlowe's career as an artist began with 
the publication of his book, Barlou?e's 
Guide to Extraterrestrials, This book w'as 
nominated for a Hugo Award and received 
several best-illustrated book awards, 
including one from the American Library 
Association, He has done more than 200 
book covers, and illustrations for magazines 
like Time, Life and Newsweek. His work 
has also been featured in television shows. 
He's done paintings for graphic novels, 
pop-up bsxrks, calendars and a line of toys. 
This set of cards focuses on Barlowe's fan¬ 
tastic extraterrestiais, but I have included 
it here because many of the images are 
bizarre and creepy. Take^ for instance, Bar- 
lowe's Guide in Hell - a “minor demon" 
wondering what type of jewelry goes with a 
coat of human skin, (Answer - two kidneys 


and a heart - vuk.) Those who k>ve horror 

r ^ 

will find much to delight them here. 

Other sets which contain hor¬ 
ror scenes 

While not dedicated to the macabre or 
surreal, the following sets each contain 
many disturbing and bizarre images. Check 
them out. 



Tim White 

Moreau’s Other Island 

©1995 Tim White. Courtesy of FPG, 


Adventures In Fantasy; Michael Whe¬ 
lan, Comic Images, 1993. Macabre, skele¬ 
tal, characters slavering and lurking with 
knives. 

Ed Beard Jn's Flights of Fantasy trad¬ 
ing card game. Many extraordinary and 
weird aliens and characters. 

Mike Ploog from FPG, 1994. Set 
includes all ne^v art with many vampires, 
werewolves, and other monsters. 

Ken Barr; The Beast Within, Comic 
Images, 1994, Barr illustrated horror clas¬ 
sics Creepy and Eerie. 

If you have trouble locating any of these 
card sets, call Comics Utah at 800-927- 
5075. If you have questions or comments, 
please feel free to contact me at Com¬ 
puServe 71 151,252 or care of SHADIS 
Magazine. □ 
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'7 kneu.' an old man from Bousocc, 

He walked uit/i a cane and a ifmp* 

8wt uz/ien t/ie/uU moan came u/anmg, 
f/ie old man would stare sangin' 
f su^ear fie had wolf in his f)!oocl," 

OH Shrimjier's Sang 
From Bajau Cawntn’ 

Introdoction; 

The Bousacc Problem is our first 
Plofwerks^^ scenario, Plotwerks is the 
most recent sword under the GM Work' 
shop b^nner^ a semi-regular series w'hich 
will lay out a setting ' populated with 
NPCs, a history* and a geography - wdiich 
GMs can use as a background for their own 
stories. 

The setting is a small tow'n in the bayou 
country of Louisiana which harbors a terri¬ 
ble secret. Gamemasters can easily tailor 
the setting "to wide variety of systems such 
as Call of Cthulhu* Chill or GURPS Hor¬ 
ror, Likewise* GMs running Werewolf; 
The Apocalypse could also use the setting 
to run a group of Garou into the intrigues 
of the Country Club. 

Remember, there is no set adventure 
presented here. There should be enough 
background material and characters pre¬ 
sented here to suggest a wide variety of 
adventure seeds. 

The Setting: 

Bousacc 

Population: 1200 

Laramy's 'Travel Guide to the Sleepy 
South' describes Bousacc as a '"a quiet vil' 
lage on the edge of the Neipiquc Bayou 
that has apparently been forgotten by the 
rest of the world. There is a turn-of-the' 
century charm about the community, mak¬ 
ing it worth a few hours diversion from 
one's journey." It’s the only reference to 
Ekiusacc in Laramy’s guide and ifontcally* 
he excluded the town from the enclosed 
maps, 

Bousacc was founded deep in Louisiana 
bayou country in 1764 by a group of 
French refugees fleeing justice, (A future 
issue of SHADIS will feature a fictional 
piece* Le Mam, detailing the exploits of 
this group). The small village grew^ over 
the years, attracting all manner of brig¬ 
ands, pirates and undesirables drawn to its 
remoteness. 


Since any sign of trouble from the 
authorities was likely to come by way of 
the Netpique river up from the Gulf of 
Mexico, Bousacc's inhabitants had ample 
warning to withdraw into the swamps tmtil 
the danger was over. 

The town existed largely unmolested by 
the outside world until the Lousiana Pur¬ 
chase turned the entire area over to the 
hands of the United States. 

With American ownership came the 
militia and soon after, some semblance of 
law and order. Pirates and highwaymen 
were sought out and vanquished, Bousacc 
fell under military occupation for a time in 
the 1850's and the town served as a local 
staging point for military forays into the 
swamps* hunting down the lawless. 

As soldiers tend to do, they soon sent 
for their wives and children to join them. 
Some of them married the few local 
women available. The face of Bousacc was 
transformed forever from a small disorga¬ 
nized pirate haven into a bonafidc commu¬ 
nity'. 

The first church opened its doors in the 
fall of 1832, The first mayor was elected in 
1846, and with him, the first real attempts 
at town planning were instituted. The orig¬ 
inal settlement of Bousacc had hugged the 
banks of the Nezipique and was frequently 
ravaged by seasonal Hoods, A new area was 
cleared a short distance west of the river 
and marked off with streets and city blocks. 
The town has occupied this site up to the 
present day* 

In 1864 a railroad linking Alexandria 
with Baton Rouge and New Orleans was 
put through the town (after some celebrat¬ 
ed lobbying by the town council), causing 
a short-lived population and prosperity 
bc'iom. 

Meanwhile* the Civil War stretched on 
with little impact on the town, A dozen or 
so local boys packed up and journeyed to 
Baton Rouge to enlist in the Confederacy* 
but most of the townsfolk preferred to let 
the outside world fight its own wars. In 
fact, several deserters ended up in Bousacc 
to lie low until the war and all its conflicts 
were resolved. After the Civil War* an old 
soldiers’ home was placed on the outskirts 
of tow'n, it quickly filled with the maimed 
and tormented* bringing the first real sign 
of the horrors of war to the sleepy town. 


By the time the great world wars rolled 
around, shrimping had become the area’s 
primary resource. Nearly everyone in 
Bousacc made their money either directly 
by shrimping or off those who did. 

Big-city corporations in the 1940’s and 
*50s established docks and shrimperies all 
along the river. Daily catches were packed 
on ice and transported by trains to far-away 
places* This was the peak of Bcusaac's pros¬ 
perity, When a state highway was diverted 
to run through the town* it brought more 
contact with outsiders. 

By this time* many townsfolk were 
beginning to fear their community was los¬ 
ing something vital in the transition. 
Although the town always had its share of 
petty crimes, the first murder in recent 
memory soon occuted* and others quickly 
followed. Every few months or so* a body 
was found somewhere in the swamp, along 
the railroad tracks or on a deserted road. 
Most of the victims were nameless out¬ 
siders^ drifters* wayward travellers, etc. 

To the citizens of Bousacc* the problem 
was systematic of the outside world’s prob¬ 
lems and not their own* A general feeling 
of mistrust of newcomers began to pervade 
the town. While some townsfolk were con¬ 
tent with just being a little less friendly 
and a bit evasive of outsiders, others 
became openly hostile in their manner of 
speech and service* 

The seemingly endless supply of shrimp 
was exhausted by the mid '60s. The 
shrimperies* no longer profitable, quickly 
closed* leaving the shrimpers and netters 
unemployed* A few stubborn shrimpers 
who were lucky enough to own their own 
boats still remain in Bousacc. A dozen or 
so shrimp boats operate from the docks on 
the NUipque, Most are in a state of bad 
repair and showing their age* 

Since that time* Bousacc has simply sur¬ 
vived from day to day* The population has 
dwindled to just over a thousand and most 
travellers on Highway 41 are content to 
pass on through* The younger generation 
seems split between those eager to leave for 
the big cities and those who find comfort 
in the traditions and closeness of small 
town life. 

Ask the average citizen what the 
biggest problem facing Bousaac is and they 
are likely to agree on at least two things. 
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Fimly, EVujSii;»c hin nti movie iluMtres. Fri- 
day nights are usually witness to an extx^us 
of sorts as families pile into their cars and 
head to the nearest drivc'in theatre twelve 
miles up the road. 

The tiiher problem is rim re serious. 
Over the past few years, a swelling number 
of transients and the homeless have shown 
up in Bousacc. Most are simply dtitters en 
route between the big cities, pausing just 
long enough to find a meal or a place to 
test up from hard travel. 

The Cypress Estates Country 
Club 

Featured in a 1987 article in 
zine on “Best Kept Secrets ot the South/' 
Cypress Estates was originally planned as 
an exclusive golfing community. UniortU' 
natly for the developers, the swamps that 
the course winds through are much to 
expensive to build on, and the golf course 
itself is all that was ever built. The course 
was purchased by a co«.irporation headed by 
Honord Demure, and is run by the metU' 
hers of the Le Main, h is financed by 
investor/memhers who visit the club once a 
year for an annual wcelc'k^ng tournament 
to raise funds for the many ch.irities whiclv 
the club supports. The truth, liowever is 
that these mem hers don't only ctune for 
the golf... 

The Le Main uses the golf course for 
their annual Hunt, wherein they let their 
"animal natures” run free. Typically, Le 
Main members {and the guest werewtdves 
they may have invited) set k>ose a group of 
transients onto the course, promising them 
money and freedom it they can make it 
back to the clubhouse. None have made it 
yet, but a few have survived the attacks 
and two have gone on to wreak no small 
amount of havoc (see “Rogue Werewolves” 
above.) Occasionally, a member the club 
will make arrangements for corrupt busi¬ 
nessmen from the big city to take a trip to 
the country club. These men arc misled 
into believing they are going a vacation 
and brought ro Cypress Lakes, where they 
are wined, dined, treated to a few great 
rounds ol gulf, and hunted dirwn and 
killed. The Le Main takes care to select 
only those they feel are tcxi corrupt to live, 
but many of them are powerful and well- 
known, The werewolves have learned to 
ctJver their tracks very well, however, and 
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thus far, rtone of these killings have been 
tmeed back to the club. 

It you're not one of the werewolves 
annual vie rims, Cypress Lakes can he an 
excellent golf course. The ftxxj is giK>d and 
there is entertainment for members and 
guests every weekend. Memberships are 
$25,000 + $2000 per month; Needless to 
say, the club is very exclusive. 

History of the to Main 

It all began with Napoleon’s scheme to 
invade Russia, f lc had chased the Russians 
too far into the Motherland, leaving 
months of marching behind him with the 
hitter Russian winter creeping up. 

When he called for the retreat, he 
needed bridges to cross the terrain, and had 
burned the bridges after him. [X^sperate to 
get home, he left some of his trtxvps to act 
as a rear guard and provide valuable time 
to enact his own escape. The rrtxips he left 
behind were captured and forced to work 
in labor camps, re-building the ruins 
Napoleon lefr behind him. 

Five of the men who were left behind 
were Jules FaiJherbe, Albert and Honre' 
Daumier, Francois Fourier and Casirnir 
Guizot'Proudhon. T]\ese five men effected 
a daring escape out into the Russian 
wilderness. They had no equipment or sup¬ 
plies, only their fierce desire to return to 
their homeland. 

Days after their escape, tliey were halt¬ 
ed - not by Russian tnx'ips, bur by wxdvcs as 
tall at the shoulders as a man and glaring 
red eyes. It was pure chance that they were 
able to escape certain d(x>m, but when they 
stumbled across a small woLxfen hovel, the 
old crone before the tire told them what 
had happened: they had been attacked by 
werewolves. They had proved themselves 
to be strong men, and had earned the 
wolves’ respect - and their gift of immortal¬ 
ity. They were given supplies and food, 
shuwm [he quickest route to their destina¬ 
tion, and allow'cd to leave. 

When they returned to France, they 
found themselves to he labeled as "desen- 
ers,” with their names and reputations in 
disgrace. They quickly departed tor the 
New World, fleeing from "justice.” 

Once in the colonies, they began to 
experiment with their new' nature. It was 


Casirnir who kept extensive notes and 
observations regarding the it condition. 
C'asimtr discovered that as long as they 
allirwed themselves to change, they would 
remain immortal, hut they wmild have to 
change at least once a year on the anniver¬ 
sary of their struggle. 

They founded the small tow'nship of 
Bousacc, decided lo “settle dowr>/' and 
with Casimir's help, they were able to 
restrain their transformations to once a 
year. 

And once a year, the Le Main (cr. '^the 
hand") lure transients, criminals, crooked 
husinessnien and polinrians to the Cypress 
Lake C^oLintry ('luh, feed them 'till they're 
fat, get them drunk, lead them out to the 
golf course and iransfoim before their very 
eyes. They always make a deal with their 
victims, a deal that scores deja vu from so 
many years ago in the staffs of Russia: If 
you can get back to the Ctmntry Club, use’ll 
let you go free. So far, only twelve have sur¬ 
vived the ritual, and they have become 
parr of "the hand," joining in on the ritual 
tile next year. However, there were two 
survivors that have nof joined the Le Main, 

me Rogue Garou 

Just recently, Francois brought two 
derelicts to the club to "play with'’. The 
others were not .iw^are ot his actions... 
until tlie two derelicts escaped into the 
town. Now there have Iseen multiple muti¬ 
lations in Bousacc, and the Le Main and 
Reeves have had [rouble covering them up. 

There arc two rogue ^arou on the loose; 
one IS at *8 (LLiumier Park), the other is 
hiding out at *7 (Bousacc Paradise Inn). 

' The Loup Garou 

Although the rules for werewolves 
cliange from game to game, the werewolves 
presented in this setting are loup garou. 
They arc shapeshifters in a ver>' traditional 
sense, so they are not affected adeersely by 
siUer. Tliey have complete control over 
their transformations (once they've learned 
ht>w' to control it, that is) and are not 
forced to transform by the phases of the 
mwn. The moon does affect their behav¬ 
ior in w<ilf-fonii, however. Other than the 
facts presented above, Joup garou are like 
Liny other kind of w-etewolL 
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tSirtaWsBattafidto 

Shrimpv's sells fishing cackle and live baic 
as well as a variety of hardware items. Eddie 
'Shrimpy' Cardone inherited the shop from 
his father and can usually be found behind 
the councer. 

2. B0IISi6CBii¥Go 

TTie Gas 'n' Go is the town's only gas 
station. It also^has the only soda and snack 
vending machines in Bousacc, making it a 
popular after hours hang'Out for local 
Teenagers who sit on the hood of their cars 
and watch traffic pass by on Highway 47. 

3. LaidtiBnFhn4Dlm 

This general store is the oldest business 
in Bousacc^ established in 1847* Ed and 
Emma Landsbury run the store and serve as 
the Town's postmaster and notary public* 

The store is still heated with a wood 
burning stove and there is usually a small 
group of elderly men gathered around it, 
smoking pipes and cigars and spinning 
yams. 

The store is well stocked wnth a wide 
variety of goods. Special order items are 
jotted down on a legal pad and picked up 
in Baton Rouge during Ed’s w'cekly trip to 
the big city, 

isiemrsOffieo/JiU 

This two story building serves as the 
town's jail and Sheriffs station. Tliere are 
three cells which are normally untxrcupied 
except for the occasional hunter or fisher 
man who has had one drink too many. 

The upper level is the Sheriffs living 
quarters* It can be reached by a staircase 
from the lower level or by a seperate 
entrance on the outside of the building* 

5. Pinoi iBimoits 

This run-down apartment building usu¬ 
ally has a few vacant rooms that can be 
rented by the week or month* 


S. Kiri Geino Cordoie's ResIGeico 

Mary lives on the top floor ot this ten- 
nement building. She turns her tricks from 
her apartment* Occasionally a client can 
be seen slipping up or down the fire escape 



IGomcc Pindlulii 

This motel was closed for years and just 
recently reopened* Of the thirty original 
rooms, only ten were remcxlelcd and cur¬ 
rently in use. The remaining ro<ims remain 
boarded up* (GM note: One of the boarded 
up rooms is being used by the rogue were¬ 
wolves when in hiding.) 

a. Dumlof Part 

This municipal ballpark is in desperate 
need of maintenance* Tl\ere is a dilapidat¬ 
ed playground, a few- picnic tables and a 
scrubby, weed-choked baseball diamond* A 
large cypress tree cloaked tn Spanish moss 
has become a traditional site for wedding 
pictures to be taken. 

A vagrant named Tyress has been living 
in the batlfleld's dugout. He can often be 
found scrounging aluminum cans from the 
various trash receptacles in the park* (GMs 
Note: Tyress is one of the Rogue ^^irous*) 

9. Mieft linteri Reslddice 

This plantation-style house is a regis¬ 
tered historical landmark. The Daumier 
family owned it since it was built in 1812. 
Albert Daumier frequently entertains 
guests in the large gardens outback. 

Entrance to the grounds is guarded by a 
remote-controlled gate, and a pair tif 
trained Doberman pinschers have free run 
of the yards* 


1L FriKoti Foirlors ReilEtoice 

This large mansion is largely obscured 
from view of the street by a dozen or so 
ancient weeping willows. A cobbled drive¬ 
way leads through a large brick archway* 
Usually, Francois' 1934 Mercedes is parked 
here. A weathered placard on the archway 
reads, “Shrek's Shed," referring to the orig¬ 
inal pub that was located on the site over a 
hundred years ago* 


It Burgmans Foaenl Partoi 

Gns Burgman has been the sole morti¬ 
cian at this parlor tor nearly fifty years. The 
Parolor handles all of Bousacc's funerals* 

Years ago, Gris secretly began keeping a 
notebook detailing certain bodies he had 
tended to. His notes concern corpses with 
hitcmarks and peculiar scratches on them, 
which tend to contradict the accompany¬ 
ing death certificates. 

12. Tralfl Depot 

The depot has lain quiet since L963, 
when the last train stopped tn Bousacc* 
The building has been leased over the 
years to various companies as warehouse 
space. In 1976, the depot was the sire of a 
gruesome murder* Three dismembered bod¬ 
ies were discovered, leading to a famous 
manhunt that ended in the arrest and sub¬ 
sequent execution of ew'o vagrants* (GMs 
note: The vagrants w'ere framed by Le 
Main members who wxre covering up a 
rtjgue w'erewolfs rampage.) 

IlGubot-Proudhoi MansolMn 

This large structure presents an eerie 
image* Circled by moss-enshrouded trees, 
the ancient family mausoleum was con¬ 
structed in 1840. It is a favorite target of 
local vandals* 

14, GubDt Kill Cemotanr 

Graves in this cemetery date back as far 
as 1770* Bo Farley is paid by the covm to 
cut away w^eeds and tend the grounds. Bo 
frequently discovers strange ritualistic 
uems on some of the grave sites. The items 
have spooked him and he's been threaten¬ 
ing to quit his job. 

15, Burgess Gravel Pits 

The state created these pits when gravel 
w'as extracted to help build Highway 41* 
Jeff Burgess owned the property and tried 
to establish a commercial gravel company 
on the site* He's been out of business for 
years, but the flotnled pits have become 
popular sw^imming holes, as well as a 
makeshift lovers' lane* Tbs site is marked 
'no trespassitig' but no one seems to pay 
attention* 

Last year tw'o boilies were found in the 
pits. (Victims of rogue lycanthropes}* 
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II. niNil Imp SRi 

This gravel pit has become illegal 
dump site. The whole area is Uttered with 
discarded sofas, refrigerators and other 
items tossed from the back of pickup 
trucks. (GMs Note: Brian Jaffrey's Volks¬ 
wagen Bug is lying just below the water^s 
surface at this site. His body is wrapped in 
the remains of a lawn table umbrella. The 
umbrella is from the Country Club and 
could provide a link between the murder 
and the dub.) 

■ 

n.THhfiSfertaiimv 

The old shrimpery has been closed for 
years. The warehouses and processing sheds 
have been boarded up and a forest of weeds 
have obscured the grounds, 

The docks are still used by independent 
shrimpers. The Taffrey brothers have 
stopped using the docks, but haven't told 
the other shrimpers why. 

tl. Utlinlr ltfiDt-M«aw't U tiiwc i 

Casimir's beautiful plantation-style 
home sits right on the banks of the 
Nezpique river. Casimir has walled in his 
entire estate, giving the place an unwel¬ 
come feeling. The most unique feature of 
the grounds is a small graveyard in the 
northeast corner. Ten beautifully built 
mausoleums with spires that stand above 
the height of the wall. Most hold the 
remains of the Casimirs - relatives who 
died of the plague a few years after building 
the home. 

11 HMrt lamir s tosMoict 

The house here is currently under con¬ 
struction: Albert is building his dream 
home. This is the only piece of property 
large enough to build art estate right on the 
golf course, and Albert has waited many 
yeais for the old man who owned it to pass 
on. Even though the house is only half fin¬ 
ished, Albert has already moved in. He 
proudly drives his golf cart off his property 
onto the 13th tee each day. 

21 M farln^i Skaek 

Bo Farley is an assistant greenskeeper at 
Cypress Lakes. He lives in a run-down 
shack that sits off of the Sth Green. Bo is 
unaware of the goings-on at the country 
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club, but has begun to suspect something. 
With his findings at the graveyard and the 
odd occurances at the Country Club that 
crop up from time to time, be will be more 
than paranoid about strangers poking 
around and asking questions. 

21 Cnrtn Estittts l^utn 

See page 32 for exposition of the Club. 

2 Iltltlli» 

The few yachts owned by the members 
of Cypress Lakes are stored here. Jules Faid- 
herbe owns the largest and most impressive 
boat, and he often takes it out and for up 
to a month. The boathouse is always 
locked up and under the watchful eye tif 
the club's security. 

21 Nil Mm WoMtf s Biidv ms hurt 

Not all of the Cypress Club's victims 
were killed by the werewolves. A few 
escaped into the nearby swamp, but nor 
before they were infected with the disease 
of lycanthropy. Most of them went on to 
join the Le Main, but two of them sec their 
own agenda and have gone rogue. They 
haven't learned to control their bestial 
sides as the Le Main have, however, and 
occasionally, they leave messes. 

One such mess was discovered at this 
site: the body of a young teenage runaway 
tom apart by her fellow transients. This 
was the first such kill the rogues made. No 
one arrived to claim the body, and the Le 
Main had the incident hushed up, but the 
site remains, and the rogue werewolves 
occasionally come back to the spot while 
on the hunt. The players may encounter 
them here, sniffing the earth and howling 
eerily at the moon. 

21liiiUliino 

The body of one of the Le Main's vic¬ 
tims is here, washed ashore after being 
dumped in the swamp. The man was a 
transient who happened Into the area a few 
months ago. The body has been lying in 
the swamp for quite awhile, so any distin- 
guishing features have long since rotted 
away, but his clothes match those worn by 
the country club's groundskeeping crew. 

No one has found the body yet. If the 
sherrif gets wind of it before anybody else, 
he will have it hushed up quickly, but if 


the players s«>mehow discover it first, they 
will have a strong connection between the 
murders and the club. 

21 Roin's liidlRi 

Rogue's Landing is the sight of the 
famous Gaffrin Mutiny, where the pirate 
Roger Gaffrin was hung by his crew. The 
ship was wrecked trying to leave the port 
by a rival Spanish ship, and the remains 
can still be found here, almost swallowed 
by the swamp. Stories of Gaffrin's ghost are 
always Cold to young children by older chil¬ 
dren, but the only truth to the stories 
comes from rhe one child who stumbled 
acR^ss a sleeping rogue garou hiding out in 
the derelict and lived to tell about it. 

Hook, Uno & Sinkors 

“The Accidental Qumshoe" 

Hook: The PC's are werewolves, invit¬ 
ed to the annual "Gathering" at the Coun¬ 
try Club. 

Line: Once there, they are offered an 
opportunity to enjoy the Hunt, but as the 
Hunt progresses, they hear gunshots firing 
in the swamp. 

Sinker; Gordon Bozell (see above) was 
wandering around the swamp looking for 
more evidence to hook the club in with 
rhe Jaffrey disappearance. One of the guest 
werewolves stumbled onro Bozell, and in 
his blotxllust, thought he was one of the 
Hunted. The werewolf has been seriously 
injured by the gunshots, and Bozel! has just 
gotten a full-eye view of a bupgarou... 

To The Party, Pair 

Hook: The PC’s are wealthy busines- 
men who also happen to be vampires. 
They've been invited to play golf at a very 
prestigious country club. 

Line; Of course, when they get there, 
the bup garou take them out to the ninth 
hole, transform in front of them and tell 
them if they can make it back to rhe Club¬ 
house, they'II he fine. 

Sinker: During the Hunt, the PC's are 
approached by Francois. He's willing to 
assist the PC's back to the Clubhouse if 
they help him destroy the other were¬ 
wolves. After all, he does not agree with 
any of their ethics. Tfie> are all animals, 
and he wants to help them in any way he 
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Tom lanhr Reovos 

don't gii« me reason to draw ma gun? I 
tend to win aU OJTgMments m t/iis town - if you 

know what J mean ." 

Occupation: Town Sheriff 
SkilUt Small Arms* Detecting» Streecwise 
Motivation; Keeping the peace 
Weaknesses: Tom between duty and loyalty 

Lanky has served as the Sheriff of Bousacc 
for twency'Seven years, following in the foot¬ 
steps of his father and grandfather* He is a 
large bear of a man with a noticable spare 
tire. He inevitably has a cigar stub wedged in 
one corner of his mouth and a three day 
beard on his checks. He spends most of his 
rime in his squad car, cruising what little 
there is of Bousacc and the surrounding coun¬ 
try roads. 

Occasionally, Lanky^s squad car can be 
spotted parked behiiKl Mary George's apart¬ 
ment at odd hours of the evening. Despite his 
habit of tipping the bottle and vtsting the 
local whore, Lanky is well respected by the 
townsfolk of Bousacc. 

He is well aware of what's going on out at 
Cypress Estates and is tom between uphold¬ 
ing the law and loyalty to members of the 
clan who he considers friends. 

Adding to his dilemma is the fact that his 
father and grandfather tolerated the butchery 
at the country club. When a few bodies were 
recently found (horribly mauled), he suspect¬ 
ed the clan, but swallowed his instincts and 
covered them up. He has traveled to Baton 
Rouge twice in recent weeks to research 
Loup Gorous and how to deal with them. □ 


Ed a Emma Landsbury 

‘'Cordone gfri is pregnoni again - least rftar's 
whm we heard. Heodir^ nowhere fast jusi like 
ail of t/iem Cordones. Bod Wood ya ftnotv?” 

Occupation: General Store propreiton 
Skills; Hard Sell, Clerical, Gossip 

Motivation: Keeping up on gossip 
Weaknesses; Dependent on each other 

Ed and Emma run the Landsbury Five 
and Dime. The elderly couple have owned 
the stone for the past fifty years. 

They arc both infamous gossip-mongers. 
In the old days, they operated the town's 
only switchboard and used to listen in on 
everyone's phone converstations. Now, 
they gather their information from the 
mail they sort (the store serves as the local 
post office). 

Although they pride themselves with 
their knowledge of other people's business, 
they have no clue as to the true nature of 
the Cypress Lakes Country Club. 

They've heard the strange rumors sur¬ 
rounding the club but dismbs them as the 
“insane goings-on that the rich and spoiled 
seem ta love." 

Ed has one peculiar habit. He often 
talks to his son, Jimmy (w^ho died in the 
Vietnam War) as if he were alive and 
doing chores around the store. 

Emma humors him and is quick to chas¬ 
tise anyone attempting to correct Ed or 
bring the converstation around to the sub¬ 
ject of their son. □ 


Gordon “Gns" GozoH 


"Anything / can't stand is a lidr. Gor no use 
for 'em. Lord, die uwld's 0 /'em." 


Occupation; Private Dcctective 
Skills; Detecting, Tracking, Investigative 
Motivation: Completing the job at hand 
Weaknesses: Addicted to pain killers 

Gus is from Chicago, He was hired by 
the parents of Brian Jaffrey, who want Kim 
to find their runaway son. Brian mailed a 
postcard from Bousacc over a year ago - it 
was the last anyone heard from him, 

Gus is staying at the Paradise Inn on 
Baton Rouge Road. Heb told everyone in 
town that he's a bio-chemist from a univer¬ 
sity studying the effects of pollution on 
local shrimp populations. Unfortunately, 
Ed and Emma intercepted a telegram short¬ 
ly after he arrived and learned of his real 
reason for being in Bousacc. They spread 
the word within hours and now everyone 
knows the cat's out of the bag but poor 
Gus. 

Gus viewed the two bodies recently 
found in the swamps and has ruled out that 
Brian was one of them. He has evidence 
that Brian was hired at the Country Club 
as a caddy, but the trail ends there* 

He's now convinced that Brian ran into 
trouble at the Club, especially since the 
club members are being so tight-lipped. 

Recently while driving back from the 
docks, a beat-up pickup truck barrelled 
down on him and ran him off the road. 
The incident shook his nerves for awhile 
but also strengthened his determination to 
solve the case. G 
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The scariest part of a horror game shouldn't he the rules. Don't Look Back’ fea¬ 
tures intuitive, fast-paced mechanics that maximize the suspense and minimize 
the page flipping. The game world includes a unique blend of the supernatural 
and paranormal in a setting rich with intrigue and riddled wdth conspiracies. 


Ask for Don't Look Back at your local game or 
hobby store. Or. if you can't And it, order it from 
Mind Ventures ($19.00 + shipping and handling) 
Visa and Mastercard accepted. Dealer and dis¬ 
tributor orders welcome. 


PO Box 1032 • Starkville. MS 39759 

Telephone: (601) 324-3931 
Email: m vent lire com 
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Eddie ‘^immpy” Filton 

"Boss IS snum aniTTui/s. J recl<on the 
sman^it critters m the suwmpf Thflt*s uA> 

t/urv're so h(trd to catcfi." 

¥ 

Occuration; Proprietor - Shrimpy's Bait & 
Tackle 

Skills: Menial Lal>or, Stealth, Move Silently 
Motivation: To marry Mary George Cardonc 
Weaknesses: Mildly retarded 

Shrimpy runs the Bait 6t Tackle shop his 
father left him. As a child. Shrimpy fell 
from a boat in the bayou and drowned. He 
was revived* hut suffered permanent brain 
damage which left him mildly retarded and 
w'ith a severe speech impediment. 

When his parents died in a terrible fire 
five years ago, family friends tried to have 
Shrimpy committed to the State Mental 
Hospital. Sheriff Lanky and Mary George 
Cardonc came to his defense, however, and 
managed to have the case dismissed. 

Shrimpy surprised the town by keeping 
his father's shop going and even starting a 
chartered fishing business. (Mary George 
comes in once a month to Itclp balance his 
bofiks and tcstiKk hts invemory.) 

Shrimpy has a tremendous crush on 
Mary George. He recently proposed to her 
but she gently turned lum down. Undaum^ 
ed, he has hmndied a campaign to win her 
heart. He delivers a bouquet of fresh cut 
flowers to her apartment each morning. 

Shrimpy is usually found at his shop, 
unless he’s on a charted fishing trip. The 
Cypress Clluh employes him frequently to 
run errands and bring supplies out to the 
estate. 3 



Ckaitos ft Fhnk lUffroy 

"Shnmf? are like those there horosoofies they's 
^ m the Sunday paper, 1/ the shnnip aren't 
running, there's nouble t^ooc. You con honk 

on that." 

Occupadon: Shrimpers 
SkiUsr Pilot Watercraft, Fishing 
Modvatitm: Making the “BIG** catch 
Wtftknetsei: Socially awkward 

Charles and Frank are brothers who 
own three shrimping boats. They've been 
srniggling to survive for the past five years, 
but continue on with dogged determina^ 
tion. They usually manage to catch just 
enough to pay for fuel, rent and a few gro^ 
ceries. 

Like all ftshermen, they feel they're just 
on a run of bad luck and that someday 
they 11 make the 'Big Catch*. 

Lately the brothen have made a little 
extra cash by taking Gus into the backwa' 
ters of the bayou where they've dragged for 
bodies. Finally, one of the brothers let it 
slip that the gators would have long since 
disposed of any remains dumped in the 
bayou. Gus promptly asked to be taken 
back to town and hasn't hired them since. 

The brothers have been harboring a 
secret for several months. One night, while 
returning to the docks, they witnessed a 
group of horrible creatures - werewolves 
feeding on what appeared to be a human 
body along the shoreline. □ 



Mary George Cerdone 

’Tkere aren't any real men in t/its town. Jfn 
there ivas they wowUn’t let ikeir wives and 
youngin's grow up in suck a stinkkofe. A real 
man - tkat's what Tm iwwcing/or. f reckon 
one toil show up soon enough," 
Occupation: rrosiitutc 
Skills: Soap Opera Lore, Driving 
Motivation; Marrying a rich out'of'towner 
Weaknesses: Gullible 

Mary George is Bousacc's only 'lady of the 
night,' At the tender age of 16, she married a 
local shrimper. Her husband died a few years 
after their marriage leaving her with a moun^ 
tain of bills and a four month old child. She 
struggled for several years trying to provide for 
herself and the baby, but the load finally over- 
whelmed her. 

She moved to Baton Rouge where she 
became a victim of the streets. After being 
arrested several times for drugs and prostitu¬ 
tion she lost custody of her child to the state. 
Broken hearted, she returned to Bousacc. 
When she didn't find any support or sympathy 
from the townsfolk, she withdrew to a run¬ 
down apartment and felt back into prostitu¬ 
tion. One of her clients was Brian Jaffey^ who 
confided to her about 'strange and evil' doings 
at the Country Club. A few days later, he disa¬ 
peared, a fact which worries her to no end, 
Mary George despises her neighbon, with 
the exception of Shrimpy, who she sees as an 
innocent. She spends her idle time watching 
soap operas and dreaming of a better life. She 
holds onto the belief that the man of her 
dreams will wander into town and take her 
away ftom her misery. □ 
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JDles Faldherhe 

“ 1 / 50 U con /ind a man urho uiiJ giW a fuil 
day's u 0 r(t for an iionfsc day's pay ' hotJ on 10 
/urn* Hf's ttm/i five shirkers and God knows I 
have enough shirlcers on the payroU ." 

Occupation: Owner of Shrimping Fleet 
Skills: Golf, Investment, History 
Motivation: Expanding the Faidherbc Estate 
Weaknesses: Remorseful of his lycanthropy 

Jules is a original member of the Le 
Main, For a while he served as leader of 
the clan, but fell into disfavor after the 
Great Killing got out of hand during his 
stint of fKiwer, He was deposed in favor of 
Albert Daiimicn a move w'hich came as a 
secret relief to him* 

Jules chose not to infect the do:en or so 
wives he's had over the years with the diS' 
ease. Although he is a businessman he is 
also an active philanthropist and travels 
very often. His shrimping company is the 
only local business still purchasing the 
catches of the independent shrimpers, 
which keeps the tow'n from dwindling any 
further. 

Jules is afraid that Louts Blanc is hcgin- 
ing to exert too much power in the 
Lemain, and hopes chat Honore and 
Albert do not get too taken with the 
charisma of the young wolf. He has not 
spoken to Francois since he broke the first 
rule of the Le Main - not to bring anyone 
new into the pack* Louis's acceptance into 
the pack is still a problem for him, and he's 
not sure what he's going to do about it. 
Should Louis stumble, however, he will be 
there to make his move* □ 




louls Blanc 

"The TOjfroads and highitays - that's uhat 
rumed this losim. They remind a f)erson that 
there's an outside uorld. Jr’s the proverhud car¬ 
rot on a stick lempdng our younger generadon to 
pull up stakes and move to the big dty* The 
yf>ung 3 rers are the Hfes blood 0 / this totvn/' 


Honors Daumier 

"The Japanese - rhey'oe got the whole notion of 
business figured out. \Far' That's uhai busi¬ 
ness is. No room far mercy or compassion. It's 
a fight for sunitaJ betaeen you and the other 
guy. You shcur me a successful business man, 
and ril shote you a wamV)r of men't." 


Occupation: Independently Wealthy 
Skills: Golf, Speech, Streetwise 
Motivation: Clean up Bousacc 
Weaknesses: Women, Pride 

Louis is the youngest lycanthrope in the 
group and the only member not from the 
original Lemain Clan. He was born and 
raised in Bousacc, but went away to college 
at Stanford. Soon after his return, his par¬ 
ents died and left him a fonune. Francois, 
who had been like a father to Louis much 
of bis life, confided the secret of the clan 
to him, knowing that if Louis had a prob¬ 
lem with it he would have to he killed. 
Much to his surprise Louis embraced the 
possibility of becoming immortal* Francois 
secretly infected Louis, and after the rogue 
wolves became a problem, he used the 
young man as the solution. 

Louis has dreams of rebuilding the city 
from within. He has currently invests 
heavily into town renovation and is a 
prime candidate for nomination as the 
next mayor. Lately, Louis has taken to 
travelling with Honor 6 and has spent less 
and less time at home with Francois* He 
finds Honore a fascinating mentor, but is 
also very wary of the man’s own private 
ambitions. □ 


Occupation: Commodities dealer 
Skills: Business, Firearms, Charisma 
Motivation: Building a business empire 
Weaknesses: Lack of empathy* 

Honore has ambition. That's why 
empathizes so well with Louis. It's also the 
only reason he empathizes wdrh Louis. 
Honors has truly become a business 
machine. He has spent too many years 
being a salesman, feigning emotions to 
make the sale. Too many years of this have 
made all emotion just a farce. He recog¬ 
nized rhar fire of ambition in Louis, and 
the two have struck a firm friendship. For 
the first time in many decades, Honors 
feels a kinship with a member of the group. 

But a man who has been ruthless for so 
long is difficult to change, even if the 
change is voluntary. Already he is manipu¬ 
lating the local politics to get Louis the 
position he v>*nnts, even at Louis' own 



If Louis knew Daumier was positioning 
his campaign behind his back, there would 
be insurmountable damage between the 
two. Louis is a "proud young lad" (as Hon- 
or^ often calls him), and he wants nothing 
to do with an achievement he cannot gain 
on his own merit. Cl 
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Albert Daumier 

“I rJlink ihiit t/ii" fftimt! i5 pcr/t'Cifon.AU of my 
fricndi and associates ttiTtr miidL" dtirinjij ^ame. If a 
man tliit’sn': fp^f -! jmmcdiafcN Aim, ” 

Occupatian: Cypress Luke Chairman 
Skills: Business, Charm. Etiquette. Golf 
Motivation: Hedonist 

Weaknesses: Sacrifice anything for the Club 

The first thing anyone notices about 
Aihcrc Daumier is his eyes. They flash with 
charm and depth, making his smile and 
booming laughter more contagious than 
they should he. 

Aihert loves life. He loves being immor* 
tal and he loves being a w'olh He has 
grasped on to life with his hands and teeth 
and will not he tom away by anyone. He is 
a liedonist in the true sense of the word: he 
ts addicted to pleasure. He drinks, but 
never to excess. He eats^ hut always leaves 
fiHxl on his table. He loves the company of 
beautiful women, but like fotxl and drink, 
he only indulges in “the best.” 

As the Chairman of Cypress Lake, he is 
very concerned about security. Whenever 
something goes wrong, Albert is the first 
one there asking questions. He has worked 
very hard to get what he has, and he's not 
about to let carelessness take it aw'ay. 

He's also very concerned w'ith the trou¬ 
ble brewing between Francois and Louis. 
He knows there’s a bit of bad blood 
between the two since their fall-out, and 
he’s fully prepared to sacrifice one of them 
for the security of Cypress Lake. Q 
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Casimir Gulzat-Proudhon 

"TIw t/ui^ i Use mast aWt myjchfsd^ No o™ 

U'OTUs io share m >cw work u'hcn 3 /ou are m occoixn- 
wtii.They mv that sikiv’e k jjaJdm and 1 reiKi w 

Occupation: Treasurer/Accounrant 
Skills: Science, Alchemy, Accounting 
Motivation: Discovering a cure for condition 
Weaknesses: Dark secret, hyper-senses 

Casimir began his existence as a ioup 
garnu with curiosity. He had always been 
fascinated by the darker side of science, 
and when offered a first hand opportunity 
to discover the truths of lycanthropy, he 
leapt at the chance. He has been regretting 
his mistake ever since. 

For some, lycanthropy provides a free¬ 
dom. It has enslaved Casimir. For the last 
fifty years, CasimiFs senses have become 
ten times more sensative, making even a 
spring rain storm a torturous experience. 
He wears dark glasses to keep his eyes free 
from harsh light (even candles are begin¬ 
ning to cause his eyes to itch). He has 
spent the last fifty years working for a cure 
to his condition, hut all attempts have 
failed. If someone ivere to discover the 
truth about him, they may begin to suspect 
the tragic death of his lovely wife about 
forty years ago. Casimir’s senses over¬ 
whelmed him on his wedding night, and 
the next morning he awoke to discover his 
blushing bride to be no more than a ruined 
corpse. He covered the incident up quite 
cleanly, and not even his compatriots sus¬ 
pect the truth. □ 



Francois Fourier 

“We ^ Mue a dark 5 ^. Even cAiU-mnorem hoi the 
hint of a cold shadow m Au heart. ^Course same peopAe 
Aove dhrker dian od£rs“ 

Occupation: Manager Pro-Shop 
Skills: Golf, Manipulation, Intrigue 
Motivation: Become the leader of Le Main 
Weaknesses: Lost all humanity 

When Francois brought Louis Blanc 
into the Le Main, his ambition to control 
the group through Louis’ charisma seemed 
perfect. But Honors Daumier stuck his 
nose where it didn’t belong, and now 
things have turned out all wrong. 

Francois is very different from his com¬ 
patriots. He relishes the Hunt, and secretly 
hunts in New Orleans whenever he gets a 
chance. He’s even been daring enough to 
seduce young girls when he’s on tour and 
chase them across the wilderness. He’s 
become almost bestial in hb hunger, but he 
has retained every last bit of his human 
cunning. Tfwi makes him a danger to the 
Le Main. 

He has spent the last few years planning 
the downfall of the Daumier, but the man 
has sidestepped all tragedy. 

The rest of the group has begun to 
detect something unclean about Francois, 
and although he may suspect it, they are 
much more on to his “dark desires” than he 
thinks. Bur history is filled with tragic sto¬ 
ries of villains who have been underesti¬ 
mated, and the story of Cypress Lake may 
have such an ending if its members are not 
carehiL Q 
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Revised Insanity Rnles lor Gall of Cthulhn™ 

By Maria Alexander Douglas © 1995 *> Art by Stacey Drum © 1995 



G eorge \)C^iffiersf>oon u/alked doion 
t/ie iarge Wuay to study m t/te 
VC^est and /iung open [he 

great doors. As die smell of oiled leather and 
treated wood slipped around him Idee an old 
smolang joeket, he sat down at the fcrood oolc 
desh and stared sleepily at the papers cohering 
the surface. 

ft was then he heard it..,Pelt, toch, tic/t, 
toclt. There was certainly nothing unusual 
about the sound of the old grand/ather clock, 
but the Peking somehow mesmen^ed him; he 
was drawn into the rhythm, a sweet dance in 
the ballroom of Time, stepping this way and 
that, back and /onh. He was entranced by the 
swaying of the pendulum and the shadows that 
played in the corners of the clock's empty 
belly... 

Days passed. The clock's ticking burrowed 
into his mind like maggots. And with each 
tick, he lost something precious; some small 
splinter of his sanity broke away with each seep 
of that dance. Each morning he awoke a little 
earlier and went to the study, compulsively 
sifting through the papers on hts desk and the 
pens in his drawers, unsure of what he hoped 
to find. Further and further into the night he 
sat at hh desk, watching the swaying pendu' 
lum. Jt was in this way he m'ed to stave off the 
night*s dreams, which clung ever more vividly 
to his tenuous thoughts, pulling him deeper 
into the mire of his growing madness. 

He could never discern the nether language 
of those half'Shaped dream spints, nor fathom 
their motives for trespassing on his rational 
thoughts, but George Witherspoon knew for 
certain that if he conPnued to shuf/le through 
the papers, he could keep his mind from being 
swallowed into the belly of the clock,,. 

Poor George. He seems to be losing his 
marbles, doesn’t he? He spends hours in his 
study anxiously pouring through papers for 
God'knows-what, rattling his pens, and 
staring at the clock, listening to its tick, 
tock, tick, tock. Some would say that 
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Modm Mitins 


George Witherspoon is having one helluva 
nervous breakdown — or worse. But is he 
really crazy? Are these symptoms of 
authentic mental illness, or are they merely 
actions concocted by a writer, perhaps with 
little or no knowledge of abnormal psy¬ 
chology and the human mind? 

More often than not, writers fabricate 
the details of insanity in their fiction — 
especially in Call of CthuJhu™ (CoC) — 
rather than use genuine symptoms and ill¬ 
ness. Writers do this for several reasons. 
For one, many writers have no desire or 
time to delve into the seemingly dry sub¬ 
ject of abnormal psychology. Others avoid 
exploring “textbook" insanity because they 
believe they can create something more 
interesting and colorful Even more writers 
avoid exploring real mental illness because 
they are frightened of it — deeply so. Men¬ 
tal illness, for some, naturally triggen fear 
of the unknown. 

For many role-players, CoC is their first 
exposure to abnormal psychology, and an 
exciting one at that. Forgetting the terrify¬ 
ing or “stale" aspects of the subject, players 
scream with ghastly delight when they miss 
a Sanity roll, anxiously checking their 
character sheets to determine if the insani¬ 
ty is only temporary or — heaven forfend! 
— indefinite. Some characters proudly 
bear those mental aberrations as a psychic 
scar from battling Mythos minions, often 
adding a delectable dimension to their 
character's personality and histor>-. 

But how much of the CoC experience is 
based on modem psychology? Unfortunate¬ 
ly, very little. Many role-playing games go 
to great lengths to simulate realistic com¬ 
bat and healing systems in their mechan¬ 
ics, especially for games set in modem or 
post-modern eras. Since CoC emphasizes 
sanity loss, how about a realistic — and 
playable — sanity loss system for CoC? 
This article describes how to modify the 
existing CoC system to incorpKjrate “true" 
modem psychology. 

Temporary Insaplty 

The fifth edition CoC rules are fairly 
relaxed concerning temporary insanity, 
suggesting only a few consequences of 
short-term madness. Table { lists some pos¬ 
sible “temporary insanities," including a 
few of those from the CoC rules. The 
options in Table 1 are not really insanities,' 
per se. They are simply realistic reactions 
to shocking situations. Anyone who has 
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experienced a traumatic situation or 
observed victims of violence has probably 
seen a number of these reactions. Keepers 
might want to choose certain reactions 
over othen, since, for example, a character 
is less likely to enter “fight or flight" from 
reading a Mythos tome chan she is from 
being attacked by a Mi-Go. 

Note that Table I does not include 
phobias, as does the CoC rules. By defini¬ 
tion, phobias are long-term psychological 
disorders that plague the afflicted person 
until he or she is treated by a psychiatric 
professional. Therefore, they are better 
defined as itKleflnice insanities rather than 
temporary. 



Stupefaction — The character stands 
quietly observing the event, doing nothing 
to protect herself from any danger chat the 
event may pose. Although the character is 
unable to react physically, mentally, or 
emotionally, she can be led around by 
other characters until the period of tempo¬ 
rary insanity ends. 

Fight or Flight — The player must 
make a Know roll. If the roll is successful, 
his character realizes that the situation is 
undefeatable and that he can do nothing 
more than run away, screaming into the 
night. If the roll is unsuccessful, he flings 
himself into the event to physically 
encounter the shocking force. 

Fainting — The character faints and 
remains unconscious until aroused. If the 
character is unconscious for more than a 
day, then the Keeper may opt that he has 
entered coma and will not regain con¬ 
sciousness until his conscious mind absorbs 
the shock (i,e., for the duration of the tem¬ 
porary irwanity). 


Disbelief — The character literally 
does not believe what he sees. The event is 
so overwhelming that his mind cannot 
cope with it. If he is attacked, he will not 
defend himself, but instead “rationalize" 
what's happening {“What are you all upset 
about? It's just a bear!"). However, when 
the disbelief wears off, the character will 
either faint, become hysterical, or enter 
“fight or flight" for 1D6 combat rounds. 
Disbelief is, for gaming purposes, the same 
as being in mental and emotional “shock," 
but not physical shock, because the charac¬ 
ter may or may not be injured. 

Hysteria — Overcome with panic and 
terror, the character screams and cries for 
hours, unable to accept any form of com¬ 
fort, If hysteria lasts more than lD6-^6 
hours, the character will lose her voice for 
the next 24 hours due to hoarseness; if hys¬ 
teria lasts more than i 2 hours, she will not 
be able to sleep without some form of tran¬ 
quilizer. 

ralllnii tlia idea Roll—A New 
Deflnmon 

Many people “failed their Idea roll" dur¬ 
ing the 6.6 magnitude earthquake in Los 
Angeles, California, on January 17, 1994. 

They did not suffer a “trick of the mind," 
as expbined in the CbC rules, nor did they 
forget what happened. Somewhat disori¬ 
ented and confused, they simply did not 
realize the full implications of what had 
taken place. After the “shock" of the 
quake, they reacted normally, and even 
heroically, to save themselves and others 
from danger. This does not mean they were 
not badly shaken, nauseated, or trembling: 
Their minds merely absorbed the shock. 

In gaming tenns, this means a character 
who blows his Idea roll is oblivious to the 
true extent of what happened to him or 
her. The character is frightened, but now 
also vulnerable to poor judgment because 
he does not fully realize what has hap¬ 
pened. Therefore, if his character is in a 
dangerous situation (as opposed to sanity 
lost while reading a iMythos tome), the 
player may need to make a Luck roll to 
escape further danger. If the character loses 
the sanity while reading a Mythos tome 
and then fails his Idea roll, he is terrified 
but unable to intellectually connect what 
he has read to the tome's cosmic implica¬ 
tions. 
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Modem Madiess 


Indennite Insantty; 

Clearing Up the Misconceptions 

The 5[h edition CoC rules concerning 
Indefinite Insanity introduce several inter' 
esting “maladies," many of which are not 
necessarily related to real psychology. This 
section will define the terms used in the 
5th edition and explain which ones are 
useful for a realistic sanity loss system and 
which are not. (Of course, if you as a Keep¬ 
er find these conditions useful or entertain' 
ing as described in the 5th edition rules, 
then by all means keep using them.) The 
section following this one will offer alter¬ 
native psychological afflictions with which 
to torment your players, 

Catatonia/Stupefaction; Catatonia is a 
rare form of schizophrenia related to motor 
disturbances. The movie “Aw^akenings" is 
an accurate portrayal of one catatonic type 
(“withdrawn"). See Table 2, entitled 
“Alternative Indefinite Insanities," for a 
full description in the following section. 

Stupefaction is not a psychological 
term, bur rather a state of overwhelming 
amazement and does not necessarily imply 
a psychological malady. 

Amnesia: The CoC rules describes only . 
one of several forms of amnesia. See the 
next section for more information, 

Panzaism/Quixotism: Neither of these 
terms are official psychological maladies. 
Neither of these terms appear in the DSM' 
Ill-R or even the New Lexicon Webster^s 
Dictionary, Encyclopedic Edition, 
although their derivation is clearly from 
the two main characters of Cervantes Don 
Quixote, The two words translate into lit' 
tie more than denial and delusion (see 
Paranoia), respectively. 

Paranoia: This is a bona fide form of 
schizophrenia, where the character suffers 
from delusions of persecution — everyone 
is “out to get him," (A delusion is a false 
belief held by a character, even in the face 
of evidence to the contrary,) For more 
details, see the next section under Psy¬ 
chosis, 

Phobia or Fetish: As mentioned earli¬ 
er, phobias arc long-term conditions that 
plague a character until he or she is created 
by mental health professionals. Phobias 
can indeed be “elements of rigid control ” 


People suffering from phobias, especially 
those centered around common objects 
such as urine or running water, rearrange 
their lives around their fears, imprisoned 
by terror. Of course, the rarer the object of 
that character's fear, the less control chat 
phobia has over her life. 

The CoC rules use the colloquial defin¬ 
ition of fetishism, which implies that the 
character merely likes a particular type of 
object very much and continually keeps 
these objects around him or her. Accord¬ 
ing to psychologists, a fetish is an inani¬ 
mate object — typically undergarments or 
shoes of the opposite sex — that the char¬ 
acter requires in order to become sexually 
aroused and achieve orgasm. Keepers 
should try to have the character explain 
that to his next sexual partnerl {“Gee, 
honey, 1 really like your bra. I mean, 1 real¬ 
ly like your bra. Can I borrow it?") This 
does not mean chat the character is a trans¬ 
vestite, commonly kr^own as a cross-dress¬ 
er, He may just like holding or smelling the 
garment during sex. Fetishism is part of a 
large, complicated class of disorders called 
paraphilias, which this article will not dis¬ 
cuss. 

Obsession, Addiction, and Tremors: 
The CoC description of obsession more 
accurately fits the condition called obses- 
sive-compuisiveness. Someone who suffers 
from obsession has repetitive thoughts and 
ruminates over various ideas and activities, 
A character suffering from obsessive-corn- 
pulslveness, however, repeats certain activ¬ 
ities, such as hand-washing and door-open- 
ing/shucting, to relieve anxiety much the 
way a superstitious person will perform a 
ritual to ward off bad luck. The longer a 
character is prevented from performing her 
“ritual," the more hysterical she will grow. 
The symptoms of insomnia, manic-depres¬ 
sion, and secrecy listed by the CoC rules 
are not necessarily related to the obsessive- 
compulsive condition. 

The CoC definition of addiction is ade¬ 
quate, However, “tremors" is not a genuine 
insanity. The description of tremors sounds 
something like Tourette's Syndrome, a 
condition where the afflicted suffers from 
uncontrollable verbal and facial tics, 
among other symptoms. Unfortunately, 
Tourette's Syndrome is a far more compli¬ 
cated, possibly genetic, disorder. 


Schizophrenia: The description of this 
disorder in the CoC rules is distressingly 
vague and can be hard to role-play. For a 
systemarized breakdown of the different 
forms of schizophrenia, sec Table 2 in the 
next section. 

Megalomania: This condition is a form 
of schizophrenia, where the character has 
delusions of grandeur and believes that he 
is a famous or powerful person. Again, see 
Table 2 for the different forms of schizo¬ 
phrenia. 

Criminal Psychosis: “Criminal Psy¬ 
chosis" is a misnomer of a real condition 
called antisocial personality disorder (also 
known as psychopathology), where the 
character has no regard for societal values 
and morals. For people with this disorder, 
relationships are shallow and fleering, jobs 
are hard to keep, and alcohol abuse is fre¬ 
quent. Unfortunately, characters cannot 
develop this mental illness by ways 
described in the game, even though cultists 
and other non-player characters with 0 
SAN seem to fall under this category. 
Some psychologists believe this disorder 
might be the result of biological problems 
and/or family upbringing, such as parental 
separation at an early age. In any case, a 
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more realbtic use of thb disorder is for 
• deviant notv player characters (NPCs>, 

Actually, the word “psychosis" merely 
refers to one's loss of contact with or dis- 
tort ion of reality through hallucination 
and delusion. Note that just because some- 
i>nc is psychotic, it does not mean that he 
cannot tell “right"' from “wrong." All it 
means is that the sufferer does not perceive 
reality the same way the majority of people 
do. Motlcrn psychologists have known for 
some time that psychottes do in fact under¬ 
stand societal values and morals. Converse¬ 
ly^ not all criminals are psychopaths. Some 
individuals adopt a cfiminal lifestyle 
because of their family's values or other 
reasons. 

Multiple Personalities: Multiple Pet- 
sonaliiy Disorder (MPD) begins only in 
childlKKxl through severe, repeated sexual 
and physical abuse. It takes many years to 
develop, and only then a person will devel¬ 
op it if he or she has a certain aftiniiy for 
“personality fragmentation" or “dissocia¬ 
tion." Therefore, it is extremely unlikely 
that a glimpse or two of Cthulhu would 
cause a character's personality to fragment 
and form the complex inner world that real 
MPDs develop over a lifetime. However, if 
that character had been raised in a severely 
abusive borne, where Ins parents used him 
numerous times in sadomastKhiscic sexual 
rites honoring V'golonac, then that charac¬ 
ter may have earned this condition. The 
movie "Raising Cain" with John Lithgow' 
accurately portrays MPD development and 
behavior. 

MPDs liave many symptoms that would 
make the disorder difficult to role-play. For 
example, each personality separately 
retains certain memories to keep the core 
from being overw'helmed and destroyed by 
the whole of some terrible truth. A player 
trying to characieriie this condition w'ould 
have to chart which of the character's per¬ 
sonalities have what memories. Then, as 
the character assumes each individual per¬ 
sonality, he or she can only act w'ith the 
knowledge that the one personality hap¬ 
pens to own. When individual personali¬ 
ties rake control of the body, the core per¬ 
sonality suffers a “blackout" and loss of 
memory for the duration. As a result, 
MPDs usually have little or no sense of 
passing time. Not that w'atches w'ould help 
— many MPDs discharge an abnormally 
high amount of electrostatic discharge 


(ESD for you electronics junkies), enough 
to disable a normal quartz watch, and 
sometimes other electronic equipment like 
video cameras. 

For Keepers, this condition could be 
highly useful for NPCs. If players arc inter¬ 
viewing an NPC with this affliction, it 
could pose many interesting role-playing 
possibilities as they try to deal with the 
NPC's many different personalities. 

Split Personality: Although this term 
does not appear in the CoC rules, the myth 
must now die in the minds of Keepers and 
players alike — the condition of ''split per¬ 
sonality" does not exist. Peritxl. It does not 
appear in the DSM-Ill-R or in any other 
reputable psychological treatise. People 
who think they know .something about psy¬ 
chology love to talk abt>ut this purported 
disorder. Well, now you can laugh in their 
Cliff Claven faces. This term comes from 
the word schizophrenia (discussed later in 
more detail) whose Greek roots translate 
into torn (shizeir\) mind (p^lren). Schizo¬ 
phrenia was one of several terms which 
first appeared in the late 1800s that even¬ 
tually replaced the older, more broadly 
defined term dementia praecox (“insanity 
at an early age"). When schizophrenia was 
first used, some physicians thought schizo¬ 
phrenics had two different personalities 
dw'clling within their minds because of 
their dramatic mood swings. 

Around the same time, Robert Louis 
Stevenson published T/ie Mysterious Case 
of Myii and Mr. Hyde in 1886. “Split 
personality'' was then coined colloquially 
to describe the malady where two different, 
fully developed personalities reside in the 
same body. (This is different from MPD in 
that the personalities are rounded out and 
not just splinters of a whole personality.) 
Although the condition was purely fiction¬ 
al, society (particularly writers) popularized 
the concept and the term. Even Robert 
Bloch uses Stevenson's malady somewhat 
obliquely in “The Suicide in the Study." 

Alternative Indefinite Insanity List 

So what is genuine insanity? And what 
kinds of insanities are possible from the 
mind-blasting events that characters face 
when investigating the Mythos? The 
undcriving idea of this revised system is 
that, of all the different kinds of insanities 
a person can contract, some are contracted 


over a long perirxl of rime w'hile others are 
the result of mental and emotional crises. 
CoC characters typically suffer from the 
latter type of insanities. It's usually through 
crises — that is, seeing a Mythos creature 
or reading a Mythos volume — that a char¬ 
acter loses his mind. 

Table 2 provides a list of insanities that 
can be brought on through crisis. The 
probability of contracting each one is 
weighted according to their relative fre¬ 
quency of occurrence, although Keepers 
are, of course, free to choose particular ill¬ 
nesses when appropriate. 

Panic Disorder — T~he character expe¬ 
riences “panic attacks" without any exter- 
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nal provocation. She feels apprehension, 
terror, and impending doom that lasts any¬ 
where from 1D6 minutes to 1D6 hours. 
Attacks occur at least twice per week 
(1D6+1) at the Keeper's discretion. The 
character's heart rate increases and she 
shakes uncontrollably, unable to think or 
react in any logical fashion until the attack 
ceases. Agoraphobia may develop in lieu of 
panic disorder (player should make Luck 
roll to avoid developing agoraphobia). 
Others witnessing a panic attack will not 
be able to identify any rational explanation 
for the character's behavior. 


Phobias — Millions of people suffer 
from phobias, which can only bv cured 
through long-term therapy. Until the clrar- 
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:tc[€r can tjuickly and safely put great dis^ 
tance between him and the object of his 
fear, he runs away^ shrieking hysterically^ 
until exhausted or physically restrained* To 
check for exhaustion, use the CoC rules for 
Suffocation; when the player finally fails 
the roll, his character collapses and is 
unable to move any farther. If he cannot 
get away from the object, the character will 
suffer a temporary insanity effect such as 
hysteria or fainting until the object disap¬ 
pears. 

Postjraumatic Stress Disorder — 
Commonly experienced by war veterans 
and holocaust survivors, this disorder caus¬ 
es flashbacks, nightmares, and emotional 
outbursts. Each day, the player must make 
a Luck roll to prevent the occurrence of 
ID3 symptoms chosen by the Keeper. Dot' 
ing a flashback, the character will act out 

the incident, oblivious to the rest of the 

+ ~ 

w^orkL During emotional outbursts, the 
character may become violent. The afflict¬ 
ed character will repeatedly relive the trau¬ 
matic event until he obtains mental health 
assistance. Even then, the character will 
never forget the event, and he may be 
extremely reluctant to talk about It. The 
psychiatrists at Lorraine Bobbitt^s trial 
claimed that she suffered from this disor¬ 
der. 

Generalized Anxiety Disorder — The 
character experiences “free floating" anxi¬ 
ety- Danger is everywhere! Be careful 1 He 
w'orries day and night about everything. 
Because the character experiences “hyper¬ 
vigilance," add lDlO+5 to their Listen, 
Spot Hidden, and Dodge skills until they 


ate treated. Characters with this disorder 
are edgy, jumpy, nervous and irritable (not 
to mention annoying); therefore, subtract 
1D3+1 POW until the character recovers. 
Under therapy, the character will regain I 
POW point every three consecutive 
months of successful therapy. 

Obsessive-Compulsive Disorder ^ 
This disorder involves the use of frequently 
repeated rituals (performed lDlOO+10 
times per day) to relieve continuous anxi¬ 
ety, These rituals can include almost any 
conceivable action; handwashing, window 
and door checking, glass touching, etc. In 
some ways, this disorder is like superstition 
carried to the ndi degree. It also includes 
eating disorden such as anorexia nervosa 
and bulimia, and is often characterized by 
loneliness, social isolation, and emotional 
withdrawal Characters afflicted with this 
disorder perform these rituals in order to 
relieve pent-up anxiety; if they cartnot per¬ 
form them, they are driven into ever deep¬ 
er madness. For every hour that a character 
is prevented from performing her ritual 
(which is chosen by the Keeper), there is a 
i0% chance that she will become hysteri¬ 
cal and violent. For example, if a character 
is prevented from ^perform ing her ritual for 
3 hours, then she has a 30% chance of 
becoming uncontrollably violent and hys¬ 
terical. A character that needs to perform a 
ritual more than 50 times a day is dysfunc¬ 
tional and needs to he hospitalized. 

Psychogenic Amnesia — This condi¬ 
tion usually occurs after a traumatic event 
and then appears in one of several forms, A 
character with localized amnesia cannot 


remember the events of the incident, hut 
remembers everything else about their per¬ 
son (“Well, I don’t remember where 1 was 
exactly. I must have been at the shop or 
somewhere else when it happened"). Selec¬ 
tive amnesia causes the character to only 
remember certain details of an incident (“1 
must have blacked out for a moment..." or 
“You're crazy! That part never hap¬ 
pened!”). In generalized amnesia, the char¬ 
acter cannot remember anything about 
themselves, including living skills. The 
least common form is continuous amnesia, 
where the character cannot remember any¬ 
thing from a specific point in time up to 
the present, in effect, she has no short¬ 
term memory and forgets each successive 
event in their life, although she retains her 
living skills. 

Psychogenic Fugue — Every once in a 
while the character will flee his current 
home and take up a new identity and resi¬ 
dence, perhaps as far away as another 
country, for I DlO+2 weeks or months. The 
character's identity may change completely 
or partially (at the player's discretion), and 
he will not remember anything about his 
old life, even if confronted by friends and 
family. He will continue to change identi¬ 
ties until treated by mental health profes¬ 
sionals. Retain the character's stats and 
skills, hut disallow use of any previously 
learned spells. 

Depersonalization Disorder — The 
character starts to feel that things around 
her are "unreal." She may feel the horror 
that she is “losing her mind," and living 
out a dream. The environment, including 
other people, becomes distorted and mis¬ 
shapen, taking on the landscape of night¬ 
mare. Also, she may feel like she is not 
“attached” to their body and that she is 
floating above the ground. While charac¬ 
ters with this (Jisorder can function nor¬ 
mally, the anxiety generated by this illness 
is tremendous, making them edgy and ner¬ 
vous (subtract 1D3 POW, which can be 
regained as described in Generalized Anxi¬ 
ety Disorder). 

Psychosis — Also known as schizo¬ 
phrenia, the symptoms are very similar to 
mental aberrations caused by lysergic acid 
diethylamide (LSD). Characters suffering 
from schizophrenia experience a wide 
range of perceptual problems, including 
delusions (mistaken beliefs) and hallucina¬ 
tions (sees or hears things chat are not 
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there)* To them^ their world “makes sense” 
even though to us it is completely irra* 
Ctonal. In addition to hallucinations and 
delusions, schizophrenics suffer from social 
withdrawal, neglecting normal everyday 
duties such as bathing and cleaning, as 
they become more absorbed in their inter¬ 
nal world of false perceptions. They also 
experience dramatic mood swings and 
shortened attention spans* Some even find 
a certain fascination with their fecal mat¬ 
ter. Schizophrenics are known to develop 
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latent artistic talents (Mr, Pickman, I pre¬ 
sume?)- The drawings and paintings of 
“disorganized” or “undifferentiated" schizo¬ 
phrenics may give other investigators 
important clues to the mind-shattering 
events that precipitated the illness* Psy- 
chotics arc not particular as to the medium 
of their arc, either. Some use crayons or 
watercolors, while others may use their 
own feces. 

For gaming purposes, schizophrenia 
gradually develops over wrecks: the first 
week, the afflicted character may stay 
home ai night because she "doesn't feel 
social"; the second \veek, the character 
might neglect work and other duties 
around the house; the third week, the 
character stops bathing and answering the 
phone; and so forth until the disease is 
firmly rooted in her mind. 

m — 

As mentioned earlier, psychotics do not 
lack conscience or morals, nor are they 
even dangerous* Thanks to the ignorant 
new's media, many people use the term 
"psychotic killer," which is practically a 
contradiction in terms because schizo¬ 
phrenics are very rarely unsafe* 

There are at least four different types of 
schizophrenia: 


Paranoids Paranoid schizophrenia 
appears in two forms* The persecuted 
schizophrenic will develop elaborate 
“conspiracy theories" or carry on sev¬ 
eral delusions centering on some cen¬ 
tral theme (e.g*, the CIA or UFOs}* 
Constantly suspicious, he will often 
interpret the simplest of events as life- 
or ego-rhreatening situations 
(“Remember that woman who was 
laughing on the bus? She was laughing 
at me, 1 tell youl" or “My ex-husband 
is poisoning me through radiation 
emitted by the celevisionr). 
Although these delusions are fairly 
consistent, the afflicted character is 
not necessarily obsessed with them. 
This means that someone can carry on 
a conversation with the persecuted 
schizophrenic without touching on 
the delusion/s* When confronted by 
friends and family for their behavior, 
they may reffjse to talk, claiming that 
“the walls have ears*" The schizo¬ 
phrenic with grandiosity has delusions 
of grandeur, and may believe he is a 
famous person, like Jesus Christ or 
Napoleon; grandiose schizophrenics 
usually requite hospitalization because 
they might try to perform acts such as 
walking on water when, in fact, they 
can't swim! 


Catatonic; There are five types of 
this least-common form of schizophre¬ 
nia* Excited catatonics talk ceaselessly, 
wave their arms about, and quickly 
pace about the room with no purpose; 
they can sometimes be excited to the 
point of violence, endangering them¬ 
selves and those around them* While 
pQsmrirtg catatonics do not respond to 
their environments and may adopt 
extremely awkward positions, they 
maintain a certain waxy flexibility. 
Those with rigidity, however, cannot 
be moved at all, maintaining a rigid 
standing or sitting posture* Another 
form of catatonia is called stupor or 
mutism, where the sufferer completely 
lacks response to his environment 
(“He's been sitting in th^t chair with 
his eyes closed for days, doctor.**")* 
And, finally, those with negattvism 
may look perfectly awake, but they, 
resist all instructions or attempts at 
being moved. Catatonics typically 
require hospitalization* 


Disorganized (hebephrenic): 
These schizophrenics appear to be 
drooling, gibbering idiots* No one can 
understand their endless, nonsensical 
rantings. They hallucinate, hearing 
voices in the washing machine and 
watching purple letters float above 
their heads* Worse yet, they show 
absolutely no emotion, although they 
may giggle if you tell them your sister 
just died* This type of schizophrenic 
may also suffer from cognitive slip¬ 
page, where his thoughts constantly 
wander from topic to topic during 
conversation without any logical con¬ 
nection between topics or even within 
sentences (“Don't let your inks slip!"). 

In addition, he might make up new 
words — called “neologisms" — that 
have no meaning, such as "blamp" (a 
combination of "bed" and “lamp"). 

Undifferentiated: This type of 
schizophrenia comprises any number 
of random symptoms, including delu¬ 
sions, and auditory and visual halluci¬ 
nations* Some common delusions are 
that someone is either broadcasting or 
draining the schizophrenic's thoughts, 
and perhaps even inserting foreign 
thoughts into their brains. 

Despite the form id able-sounding symp¬ 
toms, many schizophrenics can function 
within society. They can hold down jobs, 
raise families, and even maintain hobbies 
because their intellectual skills are not 
impaired* Except for catatonics, numerous 
schizophrenics can take medication to con¬ 
trol their symptoms, although many prefer 
to live in their own, more “colorful" 
worlds* For others, their symptoms are too 
severe and they do not respond to medica¬ 
tion. All schizophrenics require hospital¬ 
ization for at least the first six months after 
the onset of the illness; after that, severely 
afflicted characters require continued hos¬ 
pitalization. To determine if the character 
needs continued hospitalization, the Keep¬ 
er should check the character's number of 
Sanity points at the onset of the illness; If 
it is less than half of the character's starr¬ 
ing (or highest recorded) Sanity, then she 
must be hospitalized for longer than six 
months (an additional 1D6+6 months); if 
over half, then she may become functional 
-after^fds wkh the aid of medication and 
day programs. The Keeper can also deter¬ 
mine the severity of the condition by limit- 
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Addictions {Roll 1 DIO) 

I 

1; Pyromanta: Likes to start and 

watch fires. 

2t Kleptotnania: Steals anything. 

3; Trichtillomania; Puils out his 

hair tmdl he is hairless ^afI over! )| lose i 
AFP per week for a total of iD6’f'Z APP 
loss: 

4^ Compulsive Gambling: Gam*' 

hies and borrows money to keep on gam¬ 
bling, even if he is losing everything. 

5: Compulsive Spending: Auto*' 

matically spends any money he has and 
doesn't care what he buys. 

& Alcoholism 

7: Drugsr May eventually incur 

hospitalization, depending on the drug. 
LSD imitates schizophrenia, wliile PCP 
can cause violent behavior. Keeper's 
choice as to which drug. 

8: Drugs and Alcohol 

9: S a ty r la st s/N y m ph o m a n i a; 

Addicted to sex. Attempt a POWx2 roll 
every time the character meets an 
attractive member of the opposite sex 
(APP 13-^) to avoid putting '*the moves" 
on them. If the character fails the roll 
(or even if the character just wants to 
indulge), and the other character is 
"willing," he must make a Luck roll to 
avoid contracting a venereal disease 
(VD), If the toll failsi he contracts VD 
and loses a point of CON (Tough luck 
— you lost control before you or your 
partner could slip on your “rain coat”). 
Since VD is a vims, it is untreatable and 
the CON loss is perm anent. 

10: Referee chooses an addiction, 

and, if feeling evil, makes the player roll 
up A second one! 

ing the occurrence of hallucinations and 
delusions. 

Addiction — The Referee may either 
roll on Table 2b or ch t)Ose an addiction 
unique to the character. Each day, the 
character must make a POWxl roll or give 
in to his cravings. Increase the multiplier 


for every month of psychotherapeutic 
treatments Keepers can determine apprO' 
priate stat losses and skill penalties for 
characters addicted to alcohol and/or 
drugs. 

Alternative Keeper’s Lore to 
Insanity 

The human psyche can normally buffer 
a certain amount of cumulative mental 
abuse, but it can only take so much: Tlie 
mind will find the proverbial last straw and 
finally break down in some insidious way. 
Therefore, if a character s Sarrity points 
ever reach 50% of their highest (usually 
the starring) SAN value, then the Keeper 
should have the player roll below his char- 
acter's POWx5 to avoid automatically con¬ 
tracting one of the stress-related insanities 
on Table 3^ 

When the character's Sanity points 
reach 40% of their highest value, then the 
player should roll under his character’s 
POWx4, a nd so forth. If the player fails the 
roll, the indefinite insanity does not occur 
iminediately, but at the Keeper's discre- 
tion, such as when the player must make 
his or her next sanity roll. Regardless of the 
outcome of that next roll, rlre character 
will go indefinitely insane because he has 
finally “snapped" and can nt> longer buffer 
the cumulative damage, (When the player 
initially creates her character it might be 
helpful to have her record somewhere on 
her character slicet the values of 50%, 
40%, 30%, and 20% of their SAN stat for 
easy reference.) 

Most of the disorders listed in Table 3 
are related to increased and sustained anxi- 
cry, which prolonged exposure to the 
Myrbos would provide. Further, because 
drugs and alcohol arc a common means of 

T^ill«3 

Stress-related insanities (Roil 1D6) 

i: Panic Disorder 

2: Generalized Anxiety Disorder 

3; Obsessive-Compubive DisoEder 

4: Depersona lizat ion Disorder 

5: Drug/Akohol Addiction 

6: Brief Reactive Psychosis 


relieving anxiety, addiction is also preva¬ 
lent. The new disorder on this list is brief 
reactive psychosis, probably the most com- 
inon disorder experienced by people who 
undergo a gradual psychological break- 
Jow^n. The character witli this illness typi¬ 
cally contracts symptoms similar to disor¬ 
ganized or undifferentiated schizophrenia, 
but they recover on their own in ID4 + 3 
w'eeks. However, when the character 
returns to normal, he permanently loses 
two points of row. This loss represents 
the after-effects of the illness^ which leaves 
its sufferers somewhat shaken and reserved. 
People with brief reactiv'c psychosis are 
usuaHy hospitalized for the duration of 
their illness to see whether they will recov¬ 
er from the epistxie or if they have devel¬ 
oped a tu! [-blow n case of schizophrenia. 


Redefining 0 SAN 

So if a character with 0 SAN points is 
in.sane, and iitsane (e.g,, psychotic) people 
typically know' right from wrong, how' do 
w'c account for all those psychopathic 
eukists with 0 SAN who serv'c the minions 
of C'thulhu through death and mayhem? 
We can, for gaming purposes, surmise that 
their minds have come under the perma¬ 
nent and total influence of the Mythos; 
that is, tliey no longer respond to our soci¬ 
ety's morals and values or acknowledge 
that human life has any meaning beyond 
sen'ing the unnamohlc gods that command 
the universe. Because the wall of sanity — 
that stone lurtres.s of earthly convictions 
and beliefs — is the only thing that stands 
between investigator,s and the Mythos, 
eacfi glimpse into this awTul truth chips 
away at that walk Once the wall has com¬ 
pletely tumbled, and the investigator’s 
Inanity reaches 0, nothing is left to protect 
bis or her mind and soul from being com¬ 
pletely rtivaged by the “alternate" reality of 
the Mythos world. Therefore, the charac¬ 
ter's replete madness is not so much associ¬ 
ated with psyclioparhology as it is with 
becoming acutely attuned to the reality of 
the Mythos, 

Treating Insanitv Then and 
NOW [Mostly Now] 

Mental illness itself has nor charrged 
from the 1920s to the 1990s, only the way 
mental health professionals define it. 
Therefore, while not all of tliese terms 
were commonly used in the 1920s, the 
symptoms were still the same. For example, 
in a 1920s scenario, the psychoanalyst 
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rreaciag a character with depersonal [2ation 
disorder may not have a term for the protv 
lem, but he can clearly discern from con' 
versacions with the patient that she is feeh 
ing detached from reality and drifting away 
from the solid world. The same goes for 
scenarios set in the 1890s, although the 
character is mote apt to be shunted into an 
asylum for discussing or expressing his ilh 
ness. 

X New Skill 

For CthuLhu Naw^“ scenarios. Psychia' 
try should replace the Psychoanalysis skill 
To obtain the Psychiatry skill, the charac' 
ter must nave a minimum EDU of 18 and 
40% Psychology skill. This new skill allows 
characters to properly diagnose and treat 
mental illness, as well as prescribe the cor 
rect medication. When a character with 
this skill first encounters a form of mental 
illness, the player must make a successful 
roll on this skill to correctly diagnose the 
problem. If the roll is unsuccessful, the 
player should then make an Idea roll to see 
if his chaiacter realizes that he needs addt- 
tional information or time with the patient 
to determine what is actually wrong with 
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him. If the player fails his character’s Idea 
roll, then the character misdiagnoses the 
illness and immediately proceeds with an 
ineffective course of therapy. The Keeper 
may allow the player an additional chance 
to re-roll his Psychiatry* skill each game 
month to correct his diagnosis. 

A psychiatrist is essentially a psycholo¬ 
gist who has studied medicine. Therefore, 
in scenarios that call for a Medicine roll 
Keepers can let characters make rhe same 
roll at half their Psychiatry skill. 

Recovery Then and Now 

For each game month oi therapy, the 
patient will regain 1D2 Sanity points pro¬ 
vided that the character treating the 
patient makes a successful Psychiatry (or 
Psychoanalysis) roll each month. Note that 
the rate of recovery is somewhat slower 
than that described in the CoC rules. In 
this manner, indefinite insanities can he 
cured either 

1. If characters who become indefinitely 
insane from losing 20% or more of their 
Sanity points in one game hour regain all 
lost points through therapy, or 

2. If characters who lose 50% of their 

H 

Starring (or highest) Sanity regain 50% of 
the total lost points. For example, if a char¬ 
acter starts with 70 SAN and loses 35, that 
character must recover 18 Sanity points 
(50% of 35, rounded up). 

The fumble rules (96-00) still apply. If 
the Psychiatrist or Psychoanalyst fumbles, 
subtract 1D6 Sanity points from that char¬ 
acter. 

Modern Costs of Recovery 

Mental health facilities in the 1990s are 
neither full nor limited to the '^criminally 
insane.^ Treatment is, however, expensive. 
Hospitalization in Cllalifomia, for example, 
usually costs approximately $1000 per day. 
Fortunately, Medicare — federal medical 
funding for rhe poor — covers these costs, 
so severely impaired characters will not be 
burdened with hospital bills. 

But characters who do not require hos¬ 
pitalization must either visit the hospital 
1D3 times a week for counseling or enter a 
"day program” at a mental health facility. 
Counseling sessions each cost $80+4D10 
and medication costs 2D6x$50 per month 
(the Keeper makes one toll and charges the 


character that amount every month). 
Characters with health insurance pay only 
20% of these totals for sessions. CVay pro¬ 
grams cost approximately $450 per day. To 
dcTcrmine if the character has health insur¬ 
ance, the player should make a Know roll 
and then a Luck roll successively. Other¬ 
wise, he will probably go bankrupt trying 
to pay all of the hospital and doctor bills. 

Panic disorder, phobias, addiction, 
obsessive-compulsive disorder, and psy¬ 
chosis are all treatable through medication 
and day programs (anti-psychotic medica¬ 
tion for schizophrenia eliminates halluci¬ 
nations and delusions, although the player 
must roll his POWxS once per game 
month to resist the temptation of not tak¬ 
ing Kis medication). For gaming purposes, 
all other disorders are treated through ther¬ 
apy only. 

Conclusion 

So, what about poor George Wither¬ 
spoon? Is he really crazy? No, not really. 
Plagued by nightmares because he won't 
deal with his problems, he escapes into his 
study every day. There he has developed a 
mild obsession with the clock whose tick¬ 
ing only reminds him more and more that 
time is slipping away. He only thinks he's 
losing his mind, when he really isn't. Later, 
he confides in a psychologist friend and 
realizes that his problems are not insur¬ 
mountable, bur in fact quire common. 

That is, until he discovers the Mythos... □ 
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Five BM technlaues to drop-kick 
piayer compiacency in horror gaining 


By John Tynes © 1995 ^ Art by Pete Garcia © 1995 



| t*s Saturday night, and tonight's the 
fifth session of your mondo-cool hor¬ 
ror campaign. 

You: *The door opens, and it*s nasty. 
Nick is lying in a bloody heap, a metal 
spike protmoing from his head. He^s been 
dead aoout-" 

Player: “Hey! It's Nick on a Stick!” 

(The group breaks up laughing.) 

You; "Ho, ho. So anyway, the room is 
dark but there's a strange pulsing radiance 
coming from Nick's eyes. IPs like-" 

Player “Get some sunglasses, dudel" 

{The group breaks up again.) 

You: {Small mewling cries.) 

What's going on here? It's obvious. The 
players just aren't into the mood of the 
game, and when the game is horror, mood 
is everything. Most genres of gaming don't 
really demand the level of involvement 
that horror RPGs do. They really demand 
that at key points in the game, the players 
should be really into it. They should be 
uneasy, suspicious, jumpy, or just plain 
scared. Every so often, they should all look 
at each other, put on shaky grins and whis¬ 
per “This is so cool!" before turning their 
full attention back to you and the situation 
at hand. 

That's not easy. Running horror games 
is tough on the GM, and it also asks a lot 
of the players. No matter how much you as 
the GM are into it and ready to go, with¬ 
out motivated players the game will proba¬ 
bly suck. So how do you motivate the play¬ 
ers to be engaged, uncertain, and scared? 

Horror RPGs have been wrestling with 
this since the beginning {much as horror 
fiction has sought the same reactions from 
readers). The Call of Cthulhu rules urge 
GMs to downplay combat and to focus on 
the everpresent loss of sanity. The first edi¬ 
tion of Chill had much to say on setting 
and mood, and used many examples from 
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other media ro illustrate its points- But this 
IS all pretty much baseline stuff; yeah, you 
and your players know the way it's sup- 
posed to be played. So what if they aren't 
making the effort, or are out of practice! 
How do you get them unbalanced and 
scared again! 

It's not that hard, but it's going to 
require that you push the envelope a bit. 
You need CO confound the players* expecta¬ 
tions and scare the crap out of them- Not 
the game, not the NPCs,,.you. To scare 
the players, you must be scary yourself- 
H,P, Lovecraft wrote that the oldest and 
strongest form of fear is fear of the 
unknown. Your players know you, so how 
can they be scared of you? Easy* Don't be 
yourself. Try some of the following tech^ 
niques out and sec how they work. You 
don't need to use all of them, and you 
might think some of them are just a little 
bit out there. But I*ve used all of these 
things, and they really do work. 

#1:BeAlerk 

The Theory: Don't make small talk* 
Don't laugh at their jokes. Don't smile* 
Glare at them when they break the mood, 
lYon't ask for die rolls or ocher requests; 
demand them. When damage is dealt to 
the players, spit the total at them and 
demand to know how close they ate to 
death. When damage is dealt to the play¬ 
ers' foes, shrug it off as if it's inconsequen¬ 
tial, Speak in short, clipped sentences- Fur¬ 
row your brows- If they goof off, do not 
play along. If they go to the bathroom, 
keep playing while they're gone and wound 
their character if possible. If anyone 
protests about anything, you should rule for 
or against them fairly; but do it quickly, 
cleanly, and with as few words as possible- 

The Practice: You can't do this all the 
time or the playen won't come play any¬ 
more. Think of this almost as a persona 
that you adopt at certain times. In particu¬ 
lar, rd urge you to switch into this mode 
only during one or more of the following 
situations: during the climax of a session; 
when they've stupidly botched something 
and are suffering the consequences; in an 
unexpected combat or other surprise situa¬ 
tion. Soon your players will know that 
when you're being The Jerk, it means 
something, and they'll get serious, too- 
G<xl bless Pavlov* 


#2: Make Them Siand 

The Theory: When players sic at a 
table, they get comfortable- They lean 
back, they put their feet on the cable, they 
slouch, they put their head down, they play 
With dice* This annoying little tic of the 
human animal can be dealt with by taking 
the chairs away and forcing the players to 
stand. They may lean, they may shuffle, 
they may pace; but they will never really 
be comfortable- They will be, quite literal¬ 
ly, on their toes. 

The Practice: This is really feasible 
only in a few situations; if your session will 
only be an hour or so; if it's for a portion of 
a session and occurs after or between some 
sort of break or intermission; if used in tan¬ 
dem with some other disorientation tactic 
employed to accentuate a climax or other 
dramatic phase* For example, let's say that 
the climax of the session is a night-time 
chase through a swamp* So, turn off the 
lights, hand out a flashlight or two, and 
take away the chairs. The players will be 
confused, restless, and quite unrelaxed. 
Once the chase ends, bring the chairs out 
again* Another good reason for this tactic 
is chat it encourages more physical role- 
playing* If the players are moving around 
anyway, they're more likely to swing their 
arms, lean over someone menacingly, and 
in other ways use their whole body to role- 
play. 

#S:Siilit die Herd 

The Theory; Like junior high students 
on a field trip, the herd mentality gives the 
players strength and solidarity* People 
don't get scared in groups; they get scared 
inside their heads. So, split them up: not 
just the characters, but the players* Manip¬ 
ulate play so chat you can put each player 
in a different room—or at least one or two 
of them—because their characters have 
been split up* Keep the lights off or dim, 
and move quickly from one player to the 
next. Allow no communication between 
them- If at all possible then play loud, dis¬ 
orienting music or sound effects so they 
don't spend their time waiting in silence. 
Confuse them, misdirect them, and if they 
end up shooting each other by mistake 
then so much the better. 

The Practice; Like most of these tech¬ 
niques, this is really helped by darkness. 
Get each player alone and in the dark. 


with some horrible racket going on so they 
can't think straight, and they'll get 
spooked pretty easily* It won't be for very 
long, but it doesn't need to be. It's even 
better if, once the group re-assembles, not 
all of them make it back* This technique 
works very well with “#1; BCI ICfR," by the 
way: you can move from player to player 
with a sort of ruthless efficiency that's 
bound to bother them. It also works well 
with the next technique. 


#4: Bet Physical 


The Theory: Most GMs, even when 
animated and excited, are still friendly and 
respectful. Not you. Whenever you're por¬ 
traying a hostile NPC then get in their 
face, wave your arms around, talk loud, 
swear at them, and engage in hostile 
speech and hostile body language. Plan 
some sort of physical action for key 
encounters, like a sudden attack or NPC 


temper tantrum or something* Then, when 
playing, do it for real; throw a punch (as 
. long as you know you'll miss), grab them 
by the collar, hurl a dish against the wall. 
Do something they would never expect you 
to do* If someone gets hurt just a little then 
break character and apologize, but only for 
a moment. Then get physical again. Shock 


them. 


The practice: Works well in tandem 
with your pbyers signing liability waivers! 
In all seriousness, it really isn't hard to 
pump up the physicality of your NPC per¬ 
formances—only in key encounters, not in 
every one—and really jar your players. 
Pulled punches, broken dishes, slammed 
doors, and other gross physical acts are out¬ 
side the range of most playen' experiences 
and they'll usually be too shocked to do 
anything but gape. This is excellent if it's 
just you and the player alone (see ^3 
above) since when you rejoin the group 
the player will be shaken and twitchy and 
the other players wilt wonder why* But you 
can't be stupid about this* Suddenly throw¬ 
ing a punch when you're standing several 
feet away and not getting anywhere near 
the player can be as effective as throwing it 
right past their head, and it's a much safer 
idea. The goal here is surprise value, not to 
make them think you're really going to hit 
them* This isn't stage combat; the player 
should be the audience for this kind of 
technique, nor a participant. 
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#5; fiOt Help 

The Theory: Splitting up the players is 
all well and good, but then while off giving 
some ptx>f schmo the treatment you know 
the rest of the group is domg Monty 
Python routines and crunching cliips. Thar 
won't do. Get a second GM to help you 
instead, and the two of you can tag-team 
your games. One GM w’orks for a bit while 
the other slips around the table to resolve 
individual queries and secret goings-on, 
then switch roles. When the group splits 
up, the other GM keeps the rest of the 
group going* No one should ever be wait¬ 
ing for a GM. 

The Practice; Having two GMs formal¬ 
izes play to an extent, making the players 
less likely to screw around. It also evens 
the odds: there's now tw'o of you* You can 
play gtxxl cop-bad cop if you like, or have 
one GM do certain NPCs while you do 
certain others* Of all these techniques, this 
one may sound like the most foreign and 
the least likely to work, hut in practice I've 
found that two-GM games can be truly 
exceptional. Not all scenarios arc right for 


this, but most can be made to work and 
will be improved as a result* Splitting the 
NPCs is an especially good idea. If each of 
you only plays one or two major NPCs, 
you'll get a much greater range of perfor¬ 
mances and you'll also be able to play off 
each other when your NPCs are in the 
same scene* In addition, in major scenes 
between the players and your NPC, the 
other GM can handle all the questions, 
dice, etc., while you just play the NPC* 

ConciBslon 

Your goal is to scare the players. None 
of the above techniques are scary in and of 
themselves (well, not usually) but all of 
them should be unexpected and out of the 
ordinary* If the players start wondering 
what you're up to and what you might do 
next, they'll be less sure of themselves and 
more likely to react in fright when scary 
things happen. 

1 didn't mention things like dim light¬ 
ing, music, sound effects, props, costumes, 
and other stuff like that as particular tech¬ 
niques* They're good too, if used sparingly 


and with precision. A session that begins 
with the characters at a library doing 
research shouldn't begin in darkness with 
candles and spooky music. Look at movies: 
when scary things are happening, you get 
the ffinky lighting and music. When things 
ate mundane, it's all very normal* 

The key to scaring your players is know¬ 
ing when to be scary, and when not to be. 
You can't keep players afraid for four hours 
straight, so you've got to go for brief 
moments of fright where appropriate. It's 
in those moments that the techniques 
described above really shine. None of these 
things are meant to encourage you to be 
adversarial or unfair in your GMing^ you 
should still be a fair CM. But they should 
make your players think that anything is 
possible, and if they really think chat then 
you've got them right where you want 
them: credulous, bleating sheep shuffling 

fearfully towards the slaughter.*. 

■ 

Good hunting! □ 











By Rich Lewis ® 1995 Art by Bob Hobbs © 1995 


T he sound of a car door shuitmg 
somewhere down the ailey caused 
Gerald VC^m^ate to turn his head 
wer his left shoulder and ijuichen fus pace. He 
stepped into a puddle from la^t night's rain, 
smihmg his fcm through his thin, cheap sneak¬ 
ers as he hegan to lope down the alleyway 
toward the halogen-Wed light of the next inter¬ 
section just ahead. 

He could hear the raspy wheere of the 
Coi^sni as it iumhered after him. A stray alley 
cat hissed ai the fat man as he loped hy it in 
pursuit of the young mage. Its threat to the 
second inmider died quickly as the man shot 


out an unexpectedly quick hand at the animal 
stopping it off the dumpster it perched on. 

Gerald nei^er heard the wet thud of the cat 
hitting the ground. Ahead, he saw the silhou¬ 
ette of a dark sedan, its lights out, turn into 
the alley. The automobile blocking his exit, 
Gerald stopped in his tracks and began the 
lesser banishing ritual. 

As he felt the energy begin to flouf and the 
ancient chant build in rhythm the headlights of 
the car flashed on, bright and blinding. Gerald 
clamped his eyes shut and turned his head 
quickly, wrbally stumbling in his inamtadon. 


Somewhere in the distance a group of four 
block-clod teenagers danced out of a rave being 
held in an old abandoned warehouse. Flushed 
with the energy they still fell and hai/-dea/ 
from the music inside, they were unaware of 
what was happening a few blocks away. They 
didn't know about the molden'ng tome that bod 
slipped from the young mage's jackeE pocket as 
he hod made a last desperate leap for a fire 
escape ladder that seemed so impossibly high 

They didn't know^ but at some point in the 
night they would . 

Atmosphere in a modem horror genre 
really is a trick of light and shadows, a bit 
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of smoke and mirrors* Getting the right 
feel for the genre is as simple as taking a 
walk through your home town in broad 
daylight; you just have to be willing to turn 
the hands of your own wristwatch and see 
how the sweep of an hour hand can twist 
what you see like a spoon through a cup of 
coffee. 

The city around you is a conglomera' 
tion of thousands (if not millions) of peo¬ 
ple working together, interacting, affecting 
each other's lives in minute ways with 
even the slightest gesture. There are people 
walking purposefully down the streets to 
get to work or a lunch date, there are fami¬ 
lies picnicking or playing in the park, 
pigeons sit on windowsills or a statue or 


two* Buses roar by, people give handouts to 
the homeless or buy something from a 
street vendor. A band may be playing for 
the noon crowd at a downtown plaia, peo¬ 
ple jockey for places to hail cabs from. 
Some people smile, some don't, but most 
everyone is active, alive. Interacting with 
their environment* 

At night, it's a different story. From the 
dawn of time, the night has been an envi¬ 
ronment that people have looked on as 
interacting with them. It's a time when 
safety should be sought, a time when if 
you're not at home, you are mostly with 
groups of other people, eating in restau¬ 
rants, sitting in movie theaters, drinking or 
dancing at the local night spot, anywhere 


that safety can be found in numbers so the 
slower pace can be enjoyed. 

Anyone who has found themselves 
walking down an unfamiliar city street at 
night knows the feelings that creep in at 
one's consciousness, the unease, that 
strange feeling that you keep telling your-^ 
self isn't really fear. 

But it is fear and those streetlights seem 
to be farther and farther apart the later it 
gets, the shadows get deeper. It's an old 
instinct we have inside of ourselves that 
cells us there are predators out there in the 
night that we can't do anything about - 
except join the herd so that we won't stand 
out as potential prey* 

The trick to getting this feeling out in a 
group of players who are sitting safely 
around a gaming table is to place them 
mentally on that unfamiliar street and then 
keep moving those streetlights just a bit 
farther each time they took up. 

Bondings 

Most American cities are caught 
between tomorrow and yesterday and this 
is reflected more than anything else in the 
city's architecture. With urban revitalisa¬ 
tion projects at work in about any commu¬ 
nity, it's not strange to see buildings from 
almost every decade so far this century 
within just a scant few blocks of each 
other. 

Skyscrapers, towers of glass and steel, 
cast long shadows and somewhere in there, 
smaller brick buildings seem to push up 
through cracks in last year's sidewalks like 
mushrooms and dark, scraggly crab grass* 

Skyscrapen help to create the environ¬ 
ment in any urban gothic rale. Beyond the 
artiBcial shade, block upon block of tower¬ 
ing structures like them create something 
like soft-cell wind tunnels, channeling 
breezes down into the streets, nistling dis¬ 
carded newspapers, keeping the dust mov¬ 
ing. Think of them as the crooked, wide¬ 
spaced teeth in the maw of a living city, 
menacing in the moonlight but capping a 
picture perfect smile in the daylight. 

Most buildings in cities aren't over 
three stories tall, though* They make up 
the blocks of mercantile stores or the 
garages and washing machine repair shops 
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rhat usually sir somewhat along behind 
their chain^ltnk fences. 

These buildings are the ones most often 
left dark and alone in the middle of the 
night; they're almost purely nine to five 
operations. While cleaning crews and 
night shift workers at least partially popu¬ 
late high rises at nighti small business own¬ 
ers stniggling to make it usually leave their 
workplace behind at the end of the day. 
The buildings are often much older^ with 
either utilitarian architecture of the classic 
box-with-a-door shape, or have useless fiut- 
ings and abutments that cast deep shadows 
in awkward places. 

If you take one of these buildings and 
look at them it in the daytime, you can 
easily see where there are chinks in the 
brickwork and masonry. There might be a 
broken window on the third floor or a set 
of old wooden stairs leading from a back 
stoop or porch. At night, these chinks can 
be the places where bats or rats living in 
the attic exit the structure in search of 
ftx)d, or maybe it*s a colony of roaches that 
make their nest there, nestled in the cool 
shadows behind the building's facade. 

If you place an old, faded curtain in 
that broken window, a breere might toy 
with it, moving it slightly back and forth in 
the light of a nearby street lamp. It also 
gives you the opportunity to tell one of the 
players that they notice the breeie is blow¬ 
ing away from the building, that it couldn't 
possibly be moving that one, lonely curtain 
remnant. Then sit back and let them thirtk 
of who or what is behind that curtain, 
moving It just enough to get a glance at 
who is standing our there on the street 
looking back at their building. 

Want to make it even worse? Remem¬ 
ber that old, set of wooden steps around 
the back of the building? Tell the players 
that they heard a single creak coming ftom 
beck there and chat the curtain is now 
hanging listlessly. Tell one of them that 
they notice that the board covering the 
building's crawl space entrance is just lying 
on the ground beside a black hole in the 
wall. Maybe the weeds chat grow all over 
the building's lot are a bit crumpled down 
right around that area as if someone had 
been lying there, or had been dragged 
through there. 

Maybe they'll notice how the building 
across the street has a place on its roof 


where the street metal has been pulled 
back just far enough for a man-sized crea¬ 
ture to crawl through. There's probably an 
old house down the street, too. It's one of 
those that has been there for fifty years or 
more, resisting the stunted growth of the 
neighborhood around it. Maybe there's a 
light or two on in the house; or maybe 
someone is sitting on the porch in an old 
ladder-back chair, watching the players 
through the gate of the chain-link fence 
that runs around the yard. 

An old sign with the name of a lun¬ 
cheonette that went out of business yean 
ago down the street might creak in that 
breeze. The radio in an old junk car down 
the street might seem to come on, faintly, 
very faintly, spewing out an old song chat 
sounds tinny in the night air. 

Alleys and Streets 

City blocks also breed alleys, the cause¬ 
ways where people set their trash out for 
sanitation workers during the day, out of 
sight of the every day person on the street, 
lliey're also the pbee a kid might take a 
shoiTCut through to get fiom the arcade to 
home, or a mugger with daytime working 
hours might hang out. 

There are always back doors and fire 
escapes in the alleys, pbces where people 
can leave aiKl not be in sight of the com¬ 
mon public and as night bits they may or 
may not see unusually active use. Back 
doors lead to unknown store rooms and a 
fire escape can give a look into different 
rooms in an apartment building. 

Fire escapes are also dual in their use. 
Some people ignore them, trying not to 
think about the time they may have to use 
them to escape a life-threatening fire, try¬ 
ing the creaky escape for the first time, 
usually in the dark. 

Other people look at them as a poor 
man's terrace, leaving potted plants and 
lawn chairs on them, things that could 
mysteriously fall off in the middle of the 
night. 

C^cs may use them as an access to their 
owner's apartment, or the alley or roof. 
Pigeorts may roost on them when they 
think no one is watching. 

If you are going to allow the possibility 
of a fire escape within your adventure, keep 


in mind a few things. Fire escapes usually 
allow access to the ground in one of three 
ways: a ladder attached securely to a wall 
will lead up through a hole in the first 
landing, a set of stairs may hang ftom the 
first landing requiring the weight of a 
human body to slowly creak down to the 
ground at an angle, or it may be a bdder 
held vertically on the first landing on a 
slide/counterweight system so that it 
retracts when no one is holding onto it. 
The first method means 100 percent access 
ftom the ground; the other two may requite 
the characters to make some acrobatic 
jumps to grab it; then they have that 
moment when they are dangling in the air 
as the stairs or ladder comes to the ground. 
A person stepping or thrown onto one of 
chose ftom the bnding may abo find them¬ 
selves caking an unexpected trip down to 
the watting alley. 

Streets are for plain sight traffic, from 
buses and cars to people on foot or bicy¬ 
cles. Rarely are they untraveled in some 
form or another. While someone's biggest 
fear walking down a busy street might be 
getting hit by a passing vehicle, if they are 
on an empty street as night, the feeling 
might be quite different. Try to get your 
pbyers to begin asking among themselves 
where the traffic is, why there are no cabs 
around, why no one is walking down the 
streets or sitting on the stoops of buildings? 
Surely there must be a reason. 

Maybe a championship ball game is on 
television, or a blockbuster movie just 
opened in the neighborhood, or everyone 
just decided to turn in early. Maybe the 
people in the neighborhood are just afraid 
to come out at night for same reason. Even 
the street coughs, cabbies and policemen 
avoid this street at night for some reason, 
whatever it is, maybe the pbyers will btch 
on to the fact that they're not supposed to 
be there, even if you've led them to the 
location. 

But that's the feeling someone's sup¬ 
posed to get in an urban gothic setting-that 
they're not supposed to be here. □ 
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Adrian Drake 


Type: Young Vampire 
Strengths; Historian^ Teacher 
Motivation: Peace and Quiet 
Weaknesses: A Rcasor^ablc Man 

Adrian Drake appears to a mortal 
luman male in his late 30's, He teaches 
HistorVi he wears tweed, and he doesn't 
watch TV. He has also been dead for about 
two weeks. He's trying to adjust to his new 
lifestyle, but three days ago his bloodlust 
got the better of him and he killed one of 
his students when she stayed after class to 
ask him a few questions. Not knowing 
what else to do, he made her a vampire. 

Now he's being hunted by the police, a 
retired judge, ocher vampires and lord 
knows who else. So far, he's managed to 
stay one step ahead of the police, but 
Chelsea (his recent victim) is swiftly get¬ 
ting to be more than he can handle, and 
it's only a matter of time before things 
come to a head, □ 
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Special Agent Holroyd 

Type: Mortal FBI Agent 

Strengths: Firearms, Occult Lore 

Motivation: Protect Humanity 

Weaknesses: Only Human 

Special Agent Stephen Holroyd is part 
of an elite FBI task force that quietly inves- 
tigates reports of supernatural activity. He 
has battled zombies, demons, evil magi- 
cians, and werewolves. He has been in the 
city for the last eight months tracking 
down suspected vampire activity. He 
knows enough about vampires to realize 
that they aren't uniformly evil, and he also 
knows that if he declares wholesale war on 
them, his nights will be numbered. He is 
hoping to find allies among them to help 
him hunt down the really bad bloodsuck¬ 
ers. 

He has received an anonymous tip that 
the recent disapp)earance of the daughter of 
Judge Stallings may be vampire-related, 
and he is looking for Adrian Drake, with 
whom the girl was last seen, □ 


Chain 

Type: Ancient Vampire 

Strengths: Combat Monster, Musician 

Motivation: Entertainment 

Weaknesses: Bored 

Chain was made a vampire in third- 
century Naples, Italy when she was seven¬ 
teen years old. She is the oldest vampire 
she has ever met by more than a thousand 
years, although she pretends she is much 
younger than she is. She has been living in 
the city for the past twenty years using the 
name "Chain," and she's the leader of a 
band called “Nocturnal Zoo," The other 
members of the band know she's a vampire 
and are willingly in her thrall. She cakes 
turns feeding from them, and Adrian is the 
first human she has killed in years. 

Chain made Adrian into a nosferatu 
because his wit and intelligence impressed 
her, and she wanted to make sure he'd be 
around a few centuries. She really enjoys 
having someone to talk with again- □ 
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Maria 

Type: Modem Vampire 

Strengths: Intimidation, Firearms 

Motivation; Power 

Weaknesses: Short-sighted 

Maria was made a vampire in the 
1920’s, and she thinks she's the oldest in 
the city (she's wrong: there are several 
much older than she). She has been crying 
to subjugate the other vampires in the city 
(it's infested), but nosferatu are an indc' 
pendent lot and don't take well to being 
ordered around. 

Maria realhes that many of the other 
vampires took up to Chain, and Maria 
wants to kill Adrian as a tool to demon' 
straie her power in the city. She knows 
Adrian made Chelsea a vampire, and 
Maria made Chelsea's aged father, Judge 
Stallings, a vampire because she figured she 
could use his mortal contacts against Adri¬ 
an {and thus Chain). She doesn't realize 
yet that Stallings has no intention of being 
anyone's paw^n. and has his own plans for 
the city* □ 


Earl 

Type: New Vampire 

Strengths: H-H Combat 

Motivation: Revenge 

Weaknesses: Weak-willed 

Earl is the kind of guy who fantasizes 
about girls but never asks them out* He has 
had a crush on Chelsea since the day she 
sat three rows in fronr of him in Dr. 
Drake's history class, but he never got up 
the nerve to talk to her. Maria recently 
made him a vampire, and she has turned 
his unrequited passion for Chelsea into a 
full-fledged hatred for the man who killed 
hen It doesn't seem to matter to Earl that 
Chelsea Is no more dead than he is, and 
that she doesn't even know who he is, 

Earl is pretry bright, but he's weak- 
willed and easily influenced, particularly by 
Maria. She made Earl a vampire because he 
led her to believe he knew Chelsea well; 
she found out too late that he was deluding 
himself, □ 


Tony Green 

Type: Immortal 

Strengths: Organization, Presence 

Motivation: Independence 

Weaknesses: Tired of Conflict 

Tony “Mean Green" Green isn't a nos- 
feraru: he is a true immortal. He has been 
alive for over 250 years, and as far as he 
knows he cannot be killed (although get¬ 
ting shot still hurts like hell). In the early 
I900's he and Maria preyed upon the KKK 
and other racist groups in the city» and 
worked to avenge victims of racist vio¬ 
lence, but as he grew tired of the violence 
she grew more fond of it. He is still friends 
with Maria, but it saddens him that she no 
longer cares about civil rights. 

For the past few years he has been using 
guile and money to gain control of the 
black street gangs in the city. He hopes to 
unite the gangs and focus their energies in 
a positive direction: ending the violence 
and creating a healthy black community 
in the city. □ 
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Judge Stallings 

Type: New Vampire 

Strengths: Contacts 

Motivation; Control 

Weaknesses: Overconfident 

Stallings is a mover and a sl:iakcrj but he 
prefers to operate behind the scenes, where 
if s safer. He has dirt on most of the elected 
officials in the city, and he's mn averse to 
throwing his weight around to get what he 
wants. 

Judge Robert Stallings never particular¬ 
ly cared for his daughter Chelsea: he want¬ 
ed a boy to follow in his footsteps and take 
the reins of the city. He's pulled strings to 
get Chelsea out of trouble on moretharx 
occassion, but that was more to protect his 
own reputation than out of any feeling for 
Chelsea. 

Stallings is used to getting his way, and 
he doesn't yet realize that he's in the big 
leagues now\ Vampires don't care who your 
friends are. □ 
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Chelsea 

Type: New Vampire 

Strengths: Fearless 

Motivation: Self'Destruction 

Weaknesses; Insane 

Chelsea is the spoiled daughter of a very 
rich old man. She has never had to work 
for anything or face the consequences of 
any of her actions. The only reason she was 
going to school is so her father w'ouldn't 
make her get a job. If she vanished from 
the face of the earth, no one would shed a 
tear. 

Chelsea is reveling in her newfound 
pow'crs as one of the walking dead, but it is 
slowly driving her mad. She w'as not raised 
w'lth any sense of right and wrong: her 
father taught her it's only wTong if you get 
caught. Now', she can get aw'ay with any¬ 
thing, and she keeps pushing it to the lim¬ 
its. It's only a matter of time before she 
goes too far and gets herself (or someone 
else) killed. □ 


Marguerite Lewis 

Type: Human Wizard 

Strengths: Discreet, Intelligent 

Motivation; Status Quo 

Weaknesses; Secret Identity 

Margeurite runs a small book shop in 
the neighborhood where Tony Green lives. 
She is part of a secret society of scholars 
and magicians that keeps an eye on the 
equally secret societies of nosferatu and 
immortals. She know-s that a blood war 
among the vampires is coming, and she 
wants to find a way to keep it from involv¬ 
ing mundane humankind. 

She is on friendly terms wnth Tony 
Green. She knows he's an immortal but he 
doesn't know she's a magician. She knows 
that Chain is essentially a benign vampire, 
and would like to help her against a crea¬ 
ture like Marla, but Margeurite has been 
sworn not to reveal her identity as a mag- 
cian to those she is watching, □ 
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By Ben Leeb © 1995 Art by Stacy Fitz © 1995 









C /wosium'j Call of Cthulhu game 
contains a lot of very sophistical' 
ed systems for playing out various 
disturbing aspects of the occult. It seems to 
me, however, that one very significant and 
potentially entertaining aspect has been 
largely ignored*., chat of Near Death Expe- 
riences. 1 have devised some simple rules to 
account for this eventuality, the Funeral 
Factor system. Although this variant was 
designed for use with CoC, it should be 
easily adaptable to any campaign, horror or 
not, in which the players have a serious 
taste for the bizarre* 

Whenever an investigator would nor- 
maily die during the course of an adven- 
ture, whether from a gun shot or being 
digested by a Dhole, have the player make 
a POW roil with a multiplier equal to a 
computed Funeral Factor {FF), To find the 
FF, simply start with a base of xl and add 
one for each of the following categories 
that apply: 

1- Undeserved: The death came about 
through an unlucky die roll rather than 
some event which was precipitated by the 
character's own carelessness or incompe¬ 
tence. Characters who die because of a sin¬ 
gle failed Luck roll are covered here. 

2- Role-playing: The death came about 
because the player was tenaciously clinging 
to some insanity or personality trait 
belonging to his character. The Foolhardy 
Mercenary who takes on a Shoggoth sin¬ 
gle-handed would fit in here. 

3* Prologue/Climaxi The death comes 
at the very beginning or very end of the 
adventure* 


4- Heroism: The death is due to some 
act of self-sacrifice. This is where all the 
“You go on ahead; Til hold them off 
here!"-types go. 

Once you have a multiplier (xl to x5), 
have the player roll. If the roll succeeds, 
then that character's HP are immediately 
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reduced to zero and he is rendered uncon¬ 
scious. In addition, he has an Experience. 
The character loses ld6 SAN (no SAN 
roll allowed) and must roll IdlO on (or the 
Keeper may choose from) the following 
table. All alterations to characteristics are 
permanent. 

1. Character suffers hysterical paralysis 
of {choose one): vocal cords (mute), optic 
nerv^es (blind), tendons (lose use of one 
arm or leg). May be healed as indefinite 
insanity. 

2. Character suffers a mutilation of the 
appropriate area, losing one point from a 
relevant attribute. For example, a character 
slashed across the face would lose I APP, 
while one hit in the arm would lose 1 DEX 
or STR, 

3. Character is “marked" as a psychic 
delicacy. Every time the player makes a 
Luck roll to avoid being the one to be 
attacked by a creature, the roll required 
must be halved. 

4. Character is Changed. He might lose 
his shadow, gain a taste for human blood, 
or begin to “see things" (-1 POW). 

5. Character has his hair turn white, 
develops a case of the shakes, or gains a 
nervous tic (-1 APP). 

6. Character seems to enter a turmel of 
white tight, where he meets a deceased 
friend or relative who gives him a cryptic 
due to the current adventure. 

7. Character gains Insight. Add one 
point to Cthulhu Mythos for each SAN 
pt:)int lost from the Experience, 

8. Character is filled with the Spirit (+1 

POW). 

9. Character roughens up from the 
Experience ( + ld6 HP). 

10. Character has a new lease on life. 
Add 2d6 to SAN and annoy the other 
characters with your optimism. 

If the POW roll is failed, the character 
is still dead, but the FF is translated into 
characteristic points which can be added to 
the next character that player creates. All 
the points must be spent on one newly 
generated character and a player cannot 
save the FF from several dead characters to 
create one super-character. Characteristics 
must remain within the usual diced maxi- 


mums (that is, 21 for EDU arvd 18 for the 
others). 

Example: Constance Sternwozzle 
(POW 12) is snooping around a cemetery 
alone one night when she is attacked by a 
ghoul, taking a horrible wound (enough to 
kill her). The Keeper calls for a Near 
Death roll, applying the Undeserved bonus 
(since she was killed by a single attack 
from an incidental threat) and the Pro¬ 
logue/Climax bonus (since this was the 
very beginning of the adventure), giving a 
total multiplier of x3, or a POW roll of 36 
or less. 

If she succeeds. Constance Loses all her 
HP and goes into a coma. The Keeper rolls 
for SAN loss, and gets 5! The duration is 
rolled as three days, In addition, he gives 
her Necrophobia (having never seen a 
ghoul, she thought it was a zombie!). 
Rolling on the Near Death table, the 
Keeper scores a 6, a Visitation. So, Con¬ 
stance winds up in a hospital bed, tossing 
and turning for three days in a wild, hallu¬ 
cinatory fever when she is visited by her 
dead grandmother, who prattles on as usual 
—' “Oh, Constance, dear, the 'other side* is 
so lovely! In fact, just the other day 1 was 
having tea with this lovely woman, a Ms. 
Danbit — pity all the trouble she's been 
having with those accursed vandals — 
lovely woman. Anyway..." (the entrance 
to the ghouls* warren is under Ms. Danbit's 
grave). When Constance heals up some, 
she might go downtown to buy a shovel,,. 

If she fails. G!bnstance*s player calls for a 
moment of silence, then starts creating his 
replacement character, Sir George Crum¬ 
pet. With an FF of 3, George has three 
extra points to play with. He adds two to 
POW (adding 10 to SAN) and adds the 
last one to EDU (giving him 20 more pro¬ 
fessional skill points), Thanks, Constance! 

One sticky problem v ith these rules is 
... what if the character became Cthulhu- 
munchics, and there's not enough left to 
resurrect? Easy — just ignore logic! Have 
the character wake up naked, burned by 
digestive juices, lying on the beach of some 
Pacific island, surrounded by sinister 
natives. The Mythos isn*t bound by natural 
laws — and neither is the Keeper. So don't 
look at death as the end of an adventure, 
but as the beginning of a new one! □ 
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Frightening Ways to Keep Your Favorite Bad Guy Coming Back For More 

By Rob Vaux © 1995 ^ Artwork by Matt Wilson © 1995 


A t some time or another {usually 
in our early adolescence), all of 
us have probably experienced a Z 
grade slasher flick. Unwilling to indulge in 
more sophisticated fare, weVe put our 
brains on hold to wallow in the various and 
sundry gore-fests clogging the video 
shelves: Friday the l^ih, A Nightmare on 
Elm Streetf The Texas Chamsau.' Massacre, 
and their countless spin-offs, rip-offs, and 
sequels. The stor>' never wavers each 
film reveals a new bunch of sex-starved 
teenagers venturing off into the middle of 
nowhere, only to he disemboweled one at a 
time by some maladjusted hockey goalie 
with a Black and Decker fetish — and, like 
it or not, the trappings of slasher films have 
become staples of the horror genre 

As a given series goes on, it becomes 
apparent that the hockey goalie in ques¬ 
tion is tougher than he looks; no matter 
what happens to him, he just pops back up 
in the next film, ready for more. Each 
installment of Friday die /3di, A Ni^hmare 
on Elm Street, etc,, ends with the last hero¬ 
ic teens finally taking down the house vil¬ 
lain and walking off into the sunset. Then 
the film makes enough money to justify 
another sequel, and the writers have to fig¬ 
ure out how' to bring him back to life 
again. And sure enough, some incredibly 
contrived series of events occurs ro resur¬ 
rect the psychopath and send him careen¬ 
ing off against an new gang of hapless vic¬ 
tims, Well, why should all that hard work 
go to w'aste on the video shelf? Now you 
too can terrorize your players with a seem¬ 
ingly unstoppable baddic who just won’t 
lay down and croak like a decent hurtian 
being. What better way to infuse fear and 
terror into your villain than having him 
pop back up again and again just when rhe 
characters thought he was street grease? 

Bad guys are vital to successful stories, 
and a villain that players love to hate can 
be one of the most fruitful elements of a 
campaign. By keeping him around^— 
despite the characters' best efforts to off 
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him — you can heighten the mystery and 
danger surrounding him and make his 
schemes the perfect foil to keep a group of 
characters going. If done correctly, your 
own, home-grown Villain Who Wouldn't 
Die can become just as memorable as 
Jason, Freddy, and all those other folks. 
Below is a series of suggestions for working 
such a villain into your campaign, either as 
an existing character or the foundation for 
a new one* 

1. Plausibility, or "Hey, Isnl 
that the guy we decapitated 
last weelr 

Tlie cardinal rule for bringing a villain 
back from the grave is to make sure the 
players buy it. This involves one of tw'o dif¬ 
ferent strategies- Pint, the villain could die 
in some way that prevents the characters 
from confirming his death. In other words 
— no body can be /ound. It plunged off a 
cliff or \vas buried in rubble or just got 
burned beyond recognition- This is a 
favorite tactic of comic book writers, who 
need ways to bring their favorite evil 
geniuses back from the dead on the spur of 
the moment. The problem is that it can get 
old very quickly and stretch credibility to 
the point of ridicule. If it takes s^imc stag¬ 
geringly implausible sec of circumstances to 
remove the corpus delect! each and every 
rime, the players aren't going to buy it and 
your carefully-crafted bad guy will be 
reduced to a joke. 

A second and more workable method is 
to facilitate the villain's return by some 
factor that negates what seems to be cer¬ 
tain doom. Whether it be resurrection, 
mistaken identity, a clone or whatever, 
some paranormal circumstances have 
allowed him to throw back the icy claw of 
death and return to the land of the living. 
As a general nile, it should be something 
unwholesome and vaguely disturbing, 
something which adds to the villain's gen¬ 
eral aura of menace. TSR's King Ivid V, 
the mad ruler brought back as a member of 
the undead, or DC Comics Ra's A1 Guhl, 
who periodically resurrects himself with a 
psychosis-causing pit of primordial slime, 
are good examples. 

Cloaking the method in an air of mys¬ 
tery helps this process as well: the less the 
players know about how their nemesis has 
returned, the more unsettling and creepy 
his reappearance is likely to be. Which 
brings us to suggestion 2.** 


2. Pacing It or “Him analn lP” 

Nothing angers players more than 
something they can't kill, and a villain 
who shows up every session is going to 
make things very boring very quickly* 
Arrange for some down-time between 
encounters. Let the players relax and move 
on to other challenges* When you decide 
to bring him back, do it slowly. Let little 
events begin to filter into the game. A 
body turns up with tell-tale slash marks on 
it. A lackey or device appears that suggests 
their old nemesis. Characters feel as if 
they’re being watched and studied, or 
stalked by someone they feel they know. 
Keep them guessing as to who it could be; 
make things tantalizingly familiar, but not 
so obvious that the player know immedi¬ 
ately that their nemesis has returned. 
Then, just when they're confused and 
unnerved enough, let 'em have it. 

Again, this tactic needs to be 
approached very carefully, or else the ele¬ 
ment of surprise is lost. Dramatic returns 
should only happen very occasionally in 
order to avoid becoming commonplace. 
When you do plan to bring the baddie 
back, make sure the players are focusing on 
other things. Freddy Krueger should be at 
the very backs of their minds* That way, 
when he finally turns up, the shock and 
horror of his appearance will have its full 
dramatic impact, and your players will be 
appropriately unnerved* “But you can't be 
back! You're dead! We killed you!" Panic 
and mayhem should reign, and when they 
finally do put him down again, there 
should still be that lingering doubt in their 
minds as to whether he is truly gone*** 

3. Plaving Possum, or 
“Look out bohind your 

Everybody knows the slasher film cliche 
where the heroes think the kilter's dead 
and relax, only to have him pop up again 
seconds later. The first time you saw it, it 
was probably a shock. By the tenth or 
eleventh, the novelty had worn off, and 
now you probably giggle uncontrollably 
whenever the filmmakers resort to it. It's 
usually a last-ditch way of eliciting cheap 
shocks, or the mark of a desperate screen¬ 
play. The lesson its hackneyed status pre¬ 
sents should not be lost on Gamemasrers. 

Playing possum should generally be lim¬ 
ited to the villain's lackeys or servants. A 
head honcho resorting to such tomfoolery 
will lose the player's fear and respect in a 


New York minute. It suggests desperation 
on his part, and allows the players to 
believe that he's on his last legs: “Lord 
Grimmore's been reduced to playing dead! 
Now we've got him!" Furthermore, getting 
up and lumbering after the group that just 
kicked your hurt isn't too bright, and stu¬ 
pidity never inspires the respect a good 
baddie needs. The best way for a head vil¬ 
lain to play possum ties irito the “vanishing 
body" scenario discussed above. Rather 
than having him get up and lurch after the 
characters for one more round of pointless 
combat, let them think he's dead and move 
on. TTien, when they come back to finish 
looting the body, they find it has mysteri¬ 
ously vanished...and can spend the next 
few wide-eyed nights wondering what 
might have happened to it- But as men¬ 
tioned before, overdoing this can quickly 
get old* Use It sparingly. 

On the other hand, playing possum can 
work quite well if used by the villain's can¬ 
non fodder. Imagine the players wading 
through a horde of undcad minions, slaying 
them all at great cost. Then, as they relax 
and move on to the next challenge, they 
hear the fiendish laughter of their adver¬ 
sary and turn to see the slobbering lombies 
they just destroyed rise again and shamble 
towards them*** 

The key to this scenario is detachment 
on the part of the villain* If the players see 
his hand involved in the resurrection of his 
followers, but no direct involvement, then 
the scene comes off as scary and threaten¬ 
ing without wallowing in predictability. 
The vilbin can strike at them from a dis¬ 
tance, and even his lowliest followers are 
tougher to kill than may be readily appar¬ 
ent. 

4. Proper Attitude, ot 

“lasou’s-cool, hen-lielL’’ 

Slasher villains from the movies have 
the habit of becoming anti-heroes of a sort, 
adored and worshipped by the prepubes- 
cent fans who shell out hard-earned 
allowances to indulge in their escapades. 
One of the key reasons for bringing a 
favorite villain back lies in this appeal. Flis 
return should constitute a legitimate chal¬ 
lenge for the players, one that they relish 
and dread simultaneously* They should be 
drooling to see what insidious scheme he 
has up his sleeve, they should shiver with 
nervous glee when they hear he might not 
be dead after all. In short, they've got to 
bve being scared by him. 
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How exactly can you make that work? 
I^eyond the actual mechanics involved in 
orchestrating his return, the nature of the 
villain must have something compelling 
about it. The players have to really be 
scared of him, he has to represent a legit i' 
mate threat to their lives, liberties and pur- 
suits of happiness. But at the same time, he 
has to have something enticing about him, 
some little quirk that makes him appealing* 
No matter how shallow and silly, all slash¬ 
er film give their killers some gimmick that 
separates them from the rest of the genre. 
Usually, it’s a weapon of some sorCi or an 
article ofj:loThing like Jason Voorhee's 
famous hockey mask, but it needn’t be that 
overt* It could be a mark that he leaves 
wherever he’s been* It could be the flair 
with which he commits his nefarious 
deeds. It could even be some tag line he 
delivers, whispered on the wind as the 
players step out of their lodgings. Whatev¬ 
er it is, it should suggest the villain’s pres¬ 
ence without actually bringing him into 
the picture. Any good horror director will 
re 11 you it's not wHat you show, it’s what 
you don't show, and a villain's prominent 
absence is ten times scarier than his 


appearance in person. Come up with a few 
tell-tale signatures to drop among the land¬ 
scape, and your players will be counting 
the moments until they can cross swords 
with him. 

Further Research tslc) 

Obviously, the horror rack at your local 
video store has tons of slasher titles avail¬ 
able. Sequels tend to have the most Thing 
That Wouldn’t Die ideas by virtue of 
necessity, but most of the best examples are 
originals. John Carpenter’s Hddotijcen is 
required viewing for anyone planning to 
bring slasher conventions in their cam¬ 
paign, as is PsycKo, the immortal fount 
from which the genre has sprung. For a 
lighter touch, Sam Raimi’s Eni Dcird films 
have some extremely clever cakes on the 
idea of unkillable villains. Other films 
embracing the Thing That Wouldn't Die 
include TEe Crou- (with the hero returning 
from the dead instead of the villain), JnEcr- 
WitA tAe Vampire, and cither version 
of Fear, just to name a few-. 

Television show-s are equally rich 
sources of ideas, A particular favorite of 


mine is the syndicated Forever Knight, 
ivhich brought its ubervillain, La Croix, 
back from the dead in a brutally unnerv ing 
manner. Soap operas are also great places 
to look; favored villains have a nasty way 
of popping back up just when the ratings 
arc beginning to slide. Finally, most comic 
hooks have resurrecred characters who 
were once thought dead. Pick a title, and 
sooner or later, somebody important will 
make a dramatic return from oblivion. 

With a little adjustment, these exam¬ 
ples can he made to fit almost any charac¬ 
ter, turning another run-of-the-mill thug 
into a villain that will have players looking 
over their shoulder at every turn. Why set¬ 
tle for a one-shot bad guy, when you can 
keep him coming hack time and time 
again? When worked properly, The Villain 
Who Wouldn't Die can make a good cam¬ 
paign great and keep your players engaged 
for hours on end. Just remind them to duck 
when the chainsaws come out. □ 
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By John Wick © 1995 

Artwork ® Mayfair Games, Inc. Used with permission for the purposes 

of this review* 


very game master has one. It's a 
secret place that many players 
never get to see. It's behind a 
heavy oak door bound by brass^ locked 
With a key marked with ancient runes, and 


Why? Well, if you have to ask, then you've 
never experienced the pure, simple joy of 
walking into the SKadoworld. Yes, Chill 
was one of the first horror games and it's 
still one of the best. 
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when the door is opened, you can smell the 
years in the musty ait. And there, behind 
the brass- bound door, is a secret library of 
ancient tomes that are only brought out 
when the players have gone home for the 
evening. It's the game master's secret 
library, filled with role-playing games chat 
no player will ever see. Now it's not to say 
that these arc bad games. Some of them are 
great games, but they have settings or sys¬ 
tems that just don’t fit the players' tastes. 


I remember reading the review in Drag¬ 
on* The banner read **Frighteningly Easy 
To Play,” and that was true of the first gen¬ 
eration Chill. The whole system revolved 
around a table on the back of each book 
that was a simple cross-index table allow¬ 
ing the "CM" (you figure it out) to inter¬ 
pret every roll that the Players made. This 
was what gave my spine such a tingle as 1 
read it. 1, the CM, could actually interpret 
die rolls! 


Unknown", a parallel dimension to ours 
that was filled with vampyres, lycan- 
thropes, ghosts, goblins and just about any¬ 
thing else that you wanted to scare your 
players with. 

It was a wonderful game with a wonder¬ 
ful system and a wonderful setting and a 
wotKlerful attitude toward role-playing. 

AikI just after it appeared, it was gone. 


Every game master has a secret library, 
and this GM is no exception. If you were 
to take a look in my chamber, you'd find 
that it was by no means a small room. I've 
got Gamma World, Top Secret, and ten 
little black books with red letters that read 
‘^Traveller”, Then, just to the left are The 
Morrow Project, The Fantasy Trip, Pen- 
dragon and Paranoia. Far in the back you 
can see Runequest, Stormbringer, Toon 
and (sigh) Torg- All great games that just 
don't fit my Players' tastes and/or my 
GM'ing style. So many games and so many 
missed opportunities. 

But there's one game that will never 
end up in that tomb. It's one of thc^ "sec¬ 
ond generation" games that just recently 
went through a face-lift. One game that's 
always right there next to my computer, 
and its influence over me has never faded. 
That game is ChilK 

From its first printing by Pacesetter 
Games way back in 1964 (yes, that was 
eleven years ago), to its transformation by 
Mayfair Games, Chill has always been - and 
always will be - one of my favorite RPC's, 


Not only was the system easy and CM- 
ftiendly, but it also emphasbed mood and 
atmosphere over game mechanics. Sen¬ 
tences like 

"First, you have to teU the. players uAat's 
happening in the game. Second, you must 
knotv hou/ to apply the rules. Of these tivo 
things, the /rrst is probably the more impor¬ 
tant" 

were music to my ears. Here was a game 
that told me to break the rules so the game 
could run well, so that everyone was scared 
as hell, and so everyone had fun. This was 
a total departure from just about every 
game that I had ever read before. I mean, 
let's face it, we were all rules lawyers l^ck 
then, fighting and feuding over who made 
the best game systems instead of what we 
should have been bickering about: game 
settings. 

And then there was S.A.V.E., the Soci- 
ctas Alba? Vitse Etemitata. If there was ever 
a better crutch for a beginning CM, 1 
haven't seen it. S.A.V.E. was devoted to 
stopping the influx of beasties from "The 


Just as if The Unknown had come from 
the shadows and devoured it. 

And without S.A.V.E. there, looking 
over my shoulder, the world seemed just a 
little colder. 

And then, in 1990, six years after it fint 
appeared, Mayfair released a beautiful hard 
cover tome. It was all black with a wicked 
smiling face in twirling mists on the front 
with only one word adorning the cover. 

CHILL 

I bought it [he moment I saw it. I never 
even opened it. EMdn't need to open it. I 
knew what it was. h was Chill. And it was 
mine once again. 

1 wrote up a rubber check, called in sick 
to work, took the book home and read 
through it as quick as I could. 1 rejoiced! h 
was Chill, back with me once again. New 
products to buy! New viewpoints on The 
Unknown and S.A.V.E. and...wait a 
minute. 
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[ looked at the back cover and noticed 
tbat it was not Pacesetter who had pub¬ 
lished the book. No* it was.*.Mayfair? 
Shivers of doubt started to work their way 
up my spine. Would they be faithful to the 
oriKinal spirit of the game? Would they 
keep w'ith a simple system and a great set- 
ting? My fingers trembled as I read on. 

1 made it through character creation* 
raising a hesitant eye at the new "Edges 
and Drawbacks". The comhat system 
w'as.,,wcll, complicated. There was a new 
way tt> work your way through the dice 
rolls. Ir wascomplicated. Well, 1 mean,., 
iih, there was an algorithm to figure out if 



your rolls succeeded or...and...urn. Well* 
let's look at the skill system. 

No, It wasn't the same. It was kind of 
like deja vu. I mean* I think 1 remembered 
seeing it before* but there were subtle 
changes, and... 

No. It couldn't be true. They couldn't 
have changed my Chill that much, "Just 
hold on, John," I told myself. "Get to the 
end, and then make your decision.” 

1 continued on* working my way 
through a clunky system that had replaced 
what had been pure and simple. I knew 
that somewhere, my beloved Chill was still 
alive. 1 just had to peel away the crap and 
get to what was good. 

At just about dinner time I had found 
it. My fingers were raw from the digging, 
and my eyes sore from the squinting* but it 
w'as there. YesI My old Chill was there! It 
was buried deep under all the game 
mechanics and ink splotches, and it was 
hiding* but it was there. I almost wept 
when I saw it, and if I hadn't been paying 
attention* I wouldn't have seen it at all. 
But it was there* waiting for me to find it 
in the Chill Master Section under The 
Two Rules of Chill Masterings 

1) It's your job to make sure that all of 
your players have fun every time they 
play*.* Fun for a Chill player comes from,., 
being really scared, and from finding a way 
to overcome the problem (he) faces. 

2) The CM*s w*ord is law, you have the 
power to ignore any result of a dice roll* 
change a rule, or manipulate any game sit- 
uation as you see fit... 

Yes! Yes! YES! That was my old Chill, 
It didn't care about game mechanics, and it 
didn't care about dice rolls. All it cared 
about was being a damn fine RPG and 
that's what the new Chill turned out to be. 
1 found more stuff in the Chill Master's 
Section about creating the ultimate antag¬ 
onist and using the players' psychology 
against them and...game balance (this one 
alone was worth the price of admision) 
than was in my old Chill* but it was the 
sort of thing that should have been in 
there. 

Yes* Mayfair had redeemed themselves. 
They had made my Chill more complicat¬ 
ed and confusing as a game, but as a tool 



for a Referee, it was a marvelous thing* The 
world was happy again. 

And then came the supplements. As if I 
couldn't he happier. Eich one was a monu- 
ment to the ideology of Chill Mastering, 
Yes* there were new "systems:” presented in 
the Chill Companion and other dreck that 
I couldn't care less for, but the systems 
were designed to make the game more dra¬ 
matic. The authors were presenting new 
ways of rolling dice* hut these systems 
always encouraged creativity and interpre¬ 
tation* putting more power into the people 
who where playing the game and not the 
dice themselves, The Companion also pre¬ 
sents discussions of the horror genre, com¬ 
paring and contrasring gothic and splatter* 
Lovecraft and Hammer* and a cute little 
section called “Gory Combat.” And, once 
again, the Companion reinforces one of 
the basic principles of Chill: 

"The first problem is that the IFear] 
rules take one of the most important deci¬ 
sions a character ever makes (whether to 
confront the meance or retreat) out of the 
player's hands and places it in the domain 
of random chance. This tends to allow the 
players to lose touch with their characters 
and spoils the illusion that the story is 
actually happening.” 

Good for Mayfair. Good game company. 

The Things supplement presents a 
compendium of nifty nasties to throw at 
your players* including new powers for your 
monsters to have* You see* a ghoul in D6tD 
just ain't worth pullin' your sword for. But 
In my Chill game, one of the nastiest 
things my players ever ran into was a 
ghoul* and she was one pt>'erfol pretty li'l 
thing. She was appearing and disappearing 
and walking into shadows and appearing in 
mirrors and doing all that stuff that or^ly 
vampires are supposed to do. She had them 
runriing after holy water and stakes and 
completely intimidated when they finally 
came to get her. And she was only a ghoul. 
God, I love this game. 


t The first time that silver was ever 
used against a lycanthrope of any kind 
from any legend or folktale was The Wolf 
Man with Lon Chaney in 1941, 
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Even though 1 resented any and all ref- 
erences to silver in Lycanthropes,! the 
tome was marvellous. It detailed folklore 
from various countries, made several refer¬ 
ences to different kind of lycanthropes 
(including the Japanese fox wives!) and was 
a wonderful resource for any campaign. 

The Horrors of North America is a 
splendid collection. Each tale is intricately 
detailed. For instance, the Once Bitten 
story takes place in a logging camp and 
covers all the different kinds of equipment 
lumberjacks use so the CM will be able to 
employ all the nifty jargon when he's play^ 
ing the NPCs. 

When I opened the Vampires book... 
well, before I get to that.., 

There's been a lot said about vampires 
lately. Anne Rice has made a few million 
making them tragic, and White Wolf has 
made a bundle making them hip, but let's 
take a real close look at what they're all 
about, eh? 

They kill so they can live. 

They murder. 

That's exactly what your hip, tragic 
hero is doing: he's murdering someone 
every time he takes blood. 

I don't like vampires. Never have. If 
there's anything in the world that frightens 
me more than vampires... well, I'm not 
going to tell you that, so you'll have to set^ 
tie for this personal phobia of mine, Vam- 
pires are the worst kind of monster. 
They're outside of the cycle of life, “unliv-^ 
ing" out their “unlives", cheating the cycle 
that the rest of nature has ro adhere to. 
They're not “tragic” and they're not “hip.” 
They're selfish sons of bitches that need to 
be taught a lesson: you can't be an irre¬ 
sponsible teen-ager forever. 

...Whew. That took a lot out of me. 
Now let me get down off this soap box here 
and I'll tell you about Chill vampires. 

The book is beautiful, loaded with fic¬ 
tional quotations from all the “researchers" 
who've encountered different vamps 
throughout he world. Each sucker is dealt 
with differently with a different style, giv¬ 
ing you the feeling like you're reading a 
collection of essays rather than a “rule 


book.” And that's what makes Vampires so 
good. You get lost in the mood and mys¬ 
tery, forgetting about the stats and 
mechanics. Any book that can do chat is 
worth reading, especially if you have vam¬ 
pires of any kind in your campaign: tragic, 
hip or otherwise. 

And finally, there's The Beast Within. 
With all of the “gothic-tragic-hip-punk" 
games out on the market, it's nice to see 
that someone still realizes that losing what 
makes us human is a bad thing. Tlie cam¬ 
paign setting takes place in a very near 
future. The Unknown has gained suficient 
power CO put its shadow over our world, 
and only those that are attuned to it can 
see it. Unfortunately, the ones who can see 
it are also susceptible to it. And so the 
S.A.V.E. envoys must walk a delicate bal¬ 
ance. They now must employ desperate 
measures, embracing the power of the 
enemy they arc sworn to fight. It's a dark 
game, one of the darkest I've ever seen, but 
it's also one of those games that dares you 
to be heroic. 


“The creatures that used to live in the 
dark places have taken over the world, and 
you are one of the few who know they 
exist. 

So what are you going to do about it? 

• Go back to sleep 

• Give up and check out (or) 

• Fight back" 

Yeah. Now that's hip. That's tragedy. 

Chill provides just about any game mas¬ 
ter a world where they can express any 
kind of horror genre they desire (Cosmic 
horror, gothic romance, the modern 
thriller, psychological terror, and just plain 
bizarre Clive Barker gore) because the peo¬ 
ple who make Chill realize that it's not the 
monster that makes the genre, it's the human 
being who b facing fear in face and won't give 
up. That's what's always made the best stories. 
That's w'hat mythology is all about. Not being 
hip, bur being heroic. □ 
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From the Scrolls of Clan Toshokan Shotai 

..and so il came to pass in the fiftti mi 

the Great Plague and the 



that the Empire uas plunged into civil war by 
death of the last Hantei Emperor... 


Lord Hashimoto Nakato of the Great Dragon to nagoKita of his displeasure, warning that 
Clan did not find the chaos he would not tolerate father 



sw'eeping the Empire to his 

liking. He detested even 

more tlie pretentions 

of another local 

noble, one 

Magokita Toju of 

the Golden Lion 

Clan. Time and 

time again, ^ 

small armies 

under the 

command of . 

riagokita's 

retainers 0 a 

dared to ^ 

cross into the^^K ^ 

lands pat- Jjv’ 

Hashimoto's 

numerous 

occasions the two ^ 

sides met in bloody 
skirmishes*resulting in the * 
deaths of several of Hashimoto's 


t a response 
received from 


Lord Hashimoto 
wasted no 
further time in 


Eief mobilized 
for war. While 
his retainers 


armies of 
House and Clan. 


into the innermost 
\\ sanctum of his Stronghold, 
w'here he spent many days in 

^ sotitary meditation. At last, purified in 
mind, body and spirit, the great Dragon 


At last these slights against his Honor grew too! 
great to bear, and Lord Hashimoto sent notice 


armies against the bastions of Lord 


...historians from our Clan now mark this conflict!^ 

one of the opening battles in what we now term the Vv^ of 

• 

_ Redemption, as the victor from this battle went on to 



launch,a campaign of unprecedented scale...' 

3C0^ ^ 4 ?^. ^ tm€477ifHC 

ilitd a mdc:£ U 4 f 

4^5 SwS Ofda~.lo. 
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Leg^hdrf t* Five Rings TM ancl:4^ and iSOMEDIA 





















LAST UNICORN 


GAMES 


Heresy: Kingdom Come^"^ is a fast-moving game of fallen 
angels, cyberpunk demons and awakened dreamwalkers. 
Set amidst the Ruin of a Forsaken Earth, somewhere in our 


t spiritual and virtual domination in a race for re-ascension 




























